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. , . a losing venrure published bi-monthly, pretty 
close tip (he (irst day oi January, March, May, July, 
September and November, 

The General is ediicd and published by The 
Avalon Hill Company almost solely tor the cul- 
tural edilicaiioit ul aduli gaming. (It also helps to 
s.'ll Avalon Hill products, too!) 

Articles from subscriber?, are considered tor 
publication on a gratis contributory basis Such 
articles muse be typewritten and not exceed 700 
words. Examples and diagrams that accompany 
such articles must be drawn in black ink, ready 
(or reproduction. No notice can be given regar- 
ding acceptance 01 articles for publication. 

All back lssucs. except Vol I. No-*. 1 & 4, which 
are out of stock, are available at SI. 00 per issue, 
Full-year subscriptions •& $4.98- 

OlK7 The Avalon Hilt Company, Baltimore, 
Maryland, printed in U.S.A. 



The Avalon Hill Philosophy - Part 2 



COVER STORY: 

JUTLAND - so unusual that its design 
has been a year in preparation. In fact, 
it still isn't complete at this writing. 
However, release date is scheduled for 
April 10th. 

JUTLAND has been long in develop- 
ment for several reasons. In the main, 
it's design is a real departure from the 
normal battle game type. We had to 
cut costs somewhere so something had 
to go. Yes, you guessed it. We've 
eliminated the battle board. 

Obviously, your first thoughts are, 
"Where do you play it, in the North 
Sea?" The answer is, "Yes and no," 
The North Sea is the location of this 
World War I epic between the British 
Grand Fleet and the German High Seas 
Fleet. And because, the game includes 
aver 100 Counters representing capital 
ships alone, it cannot be played within 
the confines of a printed mapboard. 
Thus, JUTLAND can literally be played 
anywhere - on the kitchen floor, oti a 
pool table, even in the middle of the 
town plaza. 

The object of Jutland is destruction 
(hah, what else?) of enemy fleets. Hits 
are recorded in as accurate a fashion 
as possible. JUTLAND is three games 
in one, starting with a basic version 
and graduating on up to the optional 
tournament game. It's Avalon Hill's 
first ship-to- ship combat game... com- 
plete with everything except life rafts. 

Available first in Stores 

Avalon Hill's fair trade practice pre- 
cludes the mail-order sale of this game 
until all shipments have been made to 
stores. Our regular mailing list people 
will not be advised of this game until 
later... you know about it now. Check 
your dealer in April 



The Search for Historical Accuracy 
- is our subject. For enlightenment 
on this topic, we went to the Research 
and Development Department (The 
Men's Room) for random discussion 
with Kenneth Johnson, Sales Manager, 
Thomas Shaw, Marketing Director, and 
Lindsley J. Schutz, Research h Design 
Director, Mr, Johnson, was brought 
into the discussion because of the em- 
phasis on historical accuracy as a sell- 
ing tool in this highly competitive game 
industry. Mr. Johnson's background 
includes 31 years as distant nephew to 
President Smith - (very distant in light 
of poor sales recently). 

Coming to AH with agency experience 
in advertising, Mr, Shaw is quite fa- 
miliar with the linkage between the de- 
sign and promotional aspects of game 
publishing. Absent from the discussion 
was Mr, Schutx, currently on a sabati- 
cal at Iowa University. Joining Avalan 
Hill in 1961, Mr. Schutz contributed 
greatly in the research and design of 
earlier games vintage Waterloo, Stalin- 
grad, Bismarck and Afrika Korps, and 
Midway. The Discussion: 

THE GENERAL: If one were to de- 
sign a battle game right from scratch, 
where would you begin? 

JOHNSON: You determine the sales 
potential of the title first. Many fine 
games come to us for publication, but 
because their titles don't have a sale- 
able ring, we reject them - even though 
they may be excellent games. 

SHAW; Actually, Ken, I think he is 
referring to the steps after a title has 
already been determined. In this event, 
the answer is not a simple one. For 
instance in re searching Getty sburg, one 
of our first games, sources were easily 
obtainable through our public library. 
Stackpole publications, in Harri sburg, 
Penna. supplied excellent and accurate 
data including the location of every hill 
and gully over the battleground. We 
even visited the area ourselves to get a 
proper perspective, especially to de- 
termine what were actually hills and 
ridges. 

THE GENERAL: Then historical re- 
search was easy for Gettysburg. ., but 
I bet you didn't do that for Stalingrad. 

JOHNSON: This was a tough one, . . 
and it always strikes me funny when 
Lindsley would receive so-called ac- 
curate orders-of-battle sent iu to us on 
this from game nuts. Why, Lindsley 's 
research boys had to go down lo the 
Library of Congress to get accurate 
data. German info was easy. . . but be- 
cause Russian statistics were practic- 
ally non-existence this game was a 
tough baby to design. 

THE GENERAL: C'mon, now... 
look at all the books published on Oper- 



ation Barbarossa, 

JOHNSON: Who says they're accu- 
rate. Listen, I'm out in the field and 
I know from experience that historical 
authors take a lot of liberties just so 
they can be the first to get their ac- 
counts in print. Believe me, the race 
for commercialism is creating an am- 
moral society when it comes to writing. 

SHAW: All this Kennedy and Warren 
Commission business is an excellent 
case in point, right Ken? 

JOHNSON: Exactly. .. facts become 
distorted and often the true picture be- 
comes clouded to prove an author's 
point, especially since most of them 
have a biased opinion on the subject 
which is usually the reason they are 
writing in the first place. 

THE GENERAL: So what's this got 
to do with Stalingrad? 

JOHNSON: Just this accurate data 

on the Russian front just wasn't avail- 
able. And, I don't care which historian 
you are going to quote from. The only 
truly accurate data was taken off of Ger- 
man Maps that we were allowed to photo- 
stat in the Library of Congress. Of 
course, everything was printed in Ger- 
man. . . 

THE GENERAL: With a name like 
Schutz, that was a problem! 

JOHNSON: The problem was mar- 
keting. As far as accuracy goes, the 
Germans have always been noted for 
careful attention to detail. That's why 
we feel that Stalingrad is the most ac- 
curate of all AH games, Incidently, to 
point up thi s German preoccupation with 
detail, as the Bismarck was heading 
towards its watery grave, its captain 
received a wireless from the German 
High Command to "save the log book." 

THE GENERAL: Interesting. But, 
going back to your statement on Stalin- 
grad's accuracy; this implies that Ava- 
lon Hill games are not completely ac- 
curate. Won't this disturb many of 
your fans ? 

SHAW: Disturb, Shmisturb. .. let's 
be realistic. We have found no two 
accounts of any battle to be identical. 
So who do you believe? You simply 
follow the consensus of the majority. 
If, say, 4 out of five history books 
places the 1st Division at Tobruk and 
the 5th book places it at Knightsbridge, 
then you go by the majority. 

THE GENERAL: What do you say 
when someone writes you saying that 
such Units should be at Knightsbridge? 

SHAW: Obviously, that person has 
consulted just one book. . . and since we 
really aren't sure who's right and 
wrong, we will cross-reference such 
information if enough similar letters 
are received. For the record, we get 
fewest letters on Stalingrad disputing 
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the historical data than fur any other 
game. 

THE GENERAL; For what game do 
you get the most ? 

SHAW: It's a toss-up between Bulge 
and D-Day. With D-Day, you have a 
game of monumental proportions. And 
because it was designed back in the 
early days of Avalon Hill, we were 
guilty of the innocent sin of naivety. 
We simply regarded one book as the 
ultimate source and didn't bother to 
cross-reference its material with any 
others. I won't say which book that 
was because we still regard it as fine 
reference material, now convinced that 
no reference material is 100% accurate. 

THE GENERAL; Then how could you 
leave a game on the marketyou knew to 
he lacking? 

JOHNSON; We didn't . All along I 
had insisted that the game be up-dated, 
especially after one of my beat dealers 
informed me that the British 50th Divi- 
sion, a most important Unit, had been 
left out of the Troop Counter Sheet. 
So, we came up with D-Day '64 which 
added Air Power, it made a few cor- 
rections to the Netherlands area on the 
mapboard, and generally corrected a 
few design blunders. Of course, we 
still get letters stating that specific 
Units have been left out. 

SHAW; Let's face it, Ken, we Could 
re-design these games forever and 
still never satisfy everyone:. And, you 
talk about a flood of letters, Bulge is 
the game that has evoked wide dispari- 
ties among our fanatics. Here is a 
game that wc knew was going to be the 
most difficult to research. We decided 
to aub-contract the research to a three- 
man team, actually they were college 
students, headed by Lawrence Pinsky 
of Carnegie Tech. He spent days at 
both the library of Congress and OCMH 
{Office of the Chief of Military History). 
More cross-references were made 
then for any other battle game. And, 
by the time Pinsky 1 s group had come 
up with a final order-of-battle, we were 
convinced that Bulge would be the most 
accurate game of all, 

THE GENERAL: Unfortunately, it 
isn't. . . , 

SHAW: Who says? Here again, 
you're going by the amount of letters 
we get on the subject. And here again, 
we have made a letter-to-letter com- 
parison to find that no two people have 
sent us an identical order-of-battle. 
Therefore, none of them are complete- 
ly accurate, either. Further, what 
most players don't know is that there 
was much switching and re -naming of 
Regiments going on at precisely this 
time of the war. We have to take the 
word of OCMH, not that of commercial 
historians. We admit to this, however. 
Our interpretation of data received 
from OCMH is in error in several in- 



stances, . . 

JOHNSON: Not to interrupt, Tom, 
but haven't you received a more ac- 
curate order-of-battle from "Kampf"? 

SHAW; " Kampf 1 s" material is also 
based on OCMH. However, Schuta, who 
has had a brief opportunity to digest 
some of "Kampf s" earlier material, 
feels that they are mostthorough. They 
go into great depth to re-check their 
historical material, even taking the 
trouble to question themselves in print 
whenever Lhey have uncovered new 
sources. You know, of course, that 
we have sub-contracted research on 
future games to this organization, 

THE GENERAL: Off on another sub- 
ject, now, what got you fellows into 
digging up these war heroes such as 
McClusky, McAuliffe and Dickson? 

JOHNSON: Believe it or not, that's 
up my alley. Eric Dott, our behind the 
scenes vice-president of a department 
entitled, "How to sell games by wheel- 
ing and dealing in personalities" came 
up with the gimmick of using heroes for 
testimonials. . . 

SHAW: (chuckle) This actually makes 
Eric president of vice. . , 

JOHNSON; 1 should have his vice- 
like grip on the successful -promotion 
corner. At any rate, he had a friend 
who knew that Rear Admiral C. Wade 
McClusky was somewhat the hero of 
the battle of Midway. "Wouldn't it be 
great if the admiral would endorse 
Midway?", he mused. "Great idea, 
Eric, I replied." He'll be flattered 
out of his mind for the chance to be 
associated with a sophisticated outfit 
such as Avalon Hill." "Who the heck 
is Avalon Hill, " answered the admiral 
over the phone. 

THE GENERAL: You really had a 
selling job to do then. . , 

SHAW; Wasn't hard at all, really. 
As a matter of fact, Eric, Lindsley 
and I convinced him that we did have an 
unusual product here, . , so much so that 
he not only approved of the whole thing, 
but lent his knowledge to authenticate 
the whole thing. He even allowed us to 
publish his own personal eye-witness 
account that he had typed out only days 
after the actual event. This was quite 
a wind-fall for us and opened our eyes 
to expanding on the use of military fig- 
ures to authenticate other games. We 
spend many fine hours with McClusky, 
re-living the actual episode and listen- 
ing to his observations which proved 
many historical accounts to be in error 
...one such account placed him on 
several bombing raids after his initial 
raid when in fact he had been so shot 
up during the first raid that he was ac- 
tually in sick bay during the times his- 
torians place him in the air. 

THE GENERAL: General McAuliffe 
was a tough one to crack though, wasn't 
he? 



JOHNSON: I'll say. He didn't want 
to have anything to do with us at first. 
But he became so enamored with the 
educational aspects that he thoroughly 
checked much of the Bulge material. 
He made one change that no historian 
has taken account of, and that involved 
the transfer of glider regiments be- 
tween the 10 1st and 82nd airborne divi- 
sions. 

SHAW: The most helpful of all was 
Colonel Donald Dickson. Not only was 
he involved personally in the Guadal- 
canal campaign, his artistic leanings 
re -captured much of the personal fla- 
vor in addition to the historical data of 
the real campaign. His "Leatherneck's 
Illustrated" booklet, assembled with 
Guadalcanal, is the finest of its kind 
anywhere. 

JOHNSON: ...and a great sales 
promotional tool, too. 

THE GENERAL: So how come the 
game's a bomb? 

JOHNSON: Beats me. But it isn't 
because it isn't accurate, 

SHAW: Say, Ken, remember that 
nut who said the 3rd Pitchfork battalion 
was left out. . . do you think he was kidd- 
ing? 

THE GENERAL; Kidding or not 
we'll end this interview at this point, 
fully convinced that Avalon Hill is dead- 
ly serious about their historical re- 
search. If there is a better way to go 
about it, let's hear from you. 

We especially want to hear from you 
regarding the questions: 1) How did 
you first become interested in Avalon 
Hill, 2) What the battle games mean to 
you, 3) What improvements you feel 
are necessary design-wise, 4) What 
convinces you to obtain one battle game 
over another. 

Keep your answers brief, within 25 
words for each question if possible, and 
address them to: Avalon Hill Philosophy, 
in care of thismagazine. Letters chosen 
at random will be the subject matter for 
an up-coming article in this series. 

Wargame Magazines 
Coming on Strong 

One year ago one had to look far and 
wide to read anything concerning the 
growing cult of war games. Suddenly, 
today, we find a good dozen or so 
periodical s designed "to bring the read- 
er all aspects of wargaming so as to 
further the hohby and the industry and 
produce the highest quality of skill at 
our art. " 

This last quote is the editorial phi- 
losophy of "Strategy & Tactics", a 
brand new \i. page publication edited by 
Christopher Wagner, an Air Force Sar- 
geant stationed in Japan. Their main 
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goal is the development of the general 
waT gamer, and is not limited to pub- 
lishing news on commercial wargames, 
rather, it's articles deal with all types 
of wargameB; commercial, amateur, 
sandbox, and otherwise. Our review of 
their very first issue found a delightful 
pot pourri of articles ranging from war- 
fare with miniatures to discussions of 
sandbox warfare to a description of a 
home brew game entitled "Remagen 
Bridgehead, " designed by their asso- 
ciate editor Henry H. Bodenstedt, him- 
self the editor and publisher of another 
"magazine" entitled Kommandeur, 

Because of its editorial broadness, 
we think that "Strategy and Tactics" 
deserves Avalon Hill's 5 star applaud. 
Your comments should he directed to 
their stateside publishing house. Box 65, 
Adelphia, New Jersey 07710. ..sub- 
scriptions are available for $5. 00 per 
year - back issues priced at $. 60. 

"Kommandeur, "also available at 
this Adelphia, New Jersey address, 
deals in great depth with the historical 
background of many real battles, Bo- 
denstedt, himself the proprietor of the 
Continental Hobby Supply House, is 
greatly interested in military minia- 
tures. His magazine, which actually is 
more of a newsletter, will hold great 
interest for fanciers of the table top 
wargame. For historical accounts, and 
articles of interest you would not find 
elsewhere, "Kommandeur" is an excel- 
lent publication. 

Probably the most outstanding of all 
of the new magazines dealing with his- 
torical backgrounds of great battle is 
"Katnpf", edited by James Dutinigan, 
851 2 Fifth Avenue, Brooklyn, New York. 
Kampf is "a series of lucid, concise 
and inexpensive military histories - 
treating its subject matter with the 
analytical precision of a G-2 presenta- 
tion, " It contains order s-of-battles, 
troop strengths, characteristics of 
weapons, tactics and an incisive nar- 
rative of the battle campaigns them- 
selves, Numerous maps, charts, dia- 
grams and illustrations also enhance 
this publication's value. From person- 
al relationship we find that Mr. Dunni- 
gan delves quite deeply for correctness 
in historical data. A fiver sent to his 
Brooklyn, New York address (above) 
will entitle you to a six issue subscrip- 
tion. 

The above three periodicals are 
quality printed publications. While 
there is naturally some overlap of in- 
formation, and despite the fact that 
they are somewhat competitive to "The 
General", we nevertheless recommend 
all of them to the true battle game 
fanatic. 

We also receive information regard- 
ing smaller, but interesting publica- 
tions, ranging from simple newsletters 
to mimeographed sheets. 



"The Panzer", $, 15 per copy from 
Panzer Publications, 194 Kottenger 
Avenue, Pleasanton, California, deals 
mostly with facts relating to battles 
and wars now published as Avalon Hill 
games or which might in the future be 
added to the line. Their editor is 
Douglas Amis. 

"The Avalon Herald", $. 20 per copy 
from 423 Manor, Grosse Pointe Farms, 
Michigan, is unique in that it delves 
strictly with feudal wargaming. Mar- 
shall Maasey, their editor, seems to 
have a real fun thing going for him. 
"The Tank", dealing with great battle 
campaigns, is available from the MIT 
Strategic Games Society, Room 401 - 
Student Center - 84 Massachusetts Ave, , 
Cambridge, Massachusetts 02139. 

Space limitations preclude us from 
reviewing all periodicals that exist. 
However, future issues will carry re- 
views and critiques for your interest. 
While such publications in essence are 
competitive to The General we feel in 
the best interests of wargaming per se 
to advise you of their existence. Of 
course, anyone caught cancelling his 
subscription to The General in prefer- 
ence of one of the above, may expect 
to be visited by our heavy in Chicago, 
Myron Mafiani, 



Buyers' Guide 

by Donald Greenwood 

After reverently wishing someone 
had done this before me several times 
in the past, I am submitting my ver- 
sion of a buyer's guide for A, H, games, 
Ae a player of the games for the last 
5 years, an owner of all IS A.H, sports 
and battle games, a subscriber to the 
General since its start, and a gamer 
with some 500 battles under his belt, I 
feel justly qualified to render such an 
offering to the General's readers. This 
article will be devoted to the relatively 
new wargamer who is not quite sure 
which one of A.H, 's fine products to 
invest in next, I am sure it is a recog- 
nized fact that different games are 
suited to different personalities. So, 
without further explanation let's get 
into the mechanics of the chart. Fol- 
lowing is a list of abbreviations which 
will enable you to understand the chart 
more thoroughly: PT; playing time, 
PB; play, balance, E; enjoyment gener- 
ated by an exciting finish, HA; histori- 
cal accuracy, Ci complexity of game, 
B; whether game is good for a beginner, 
PBM; ability of game to be played by 
mail, S; suggestions. 

The games are listed in order of 
my personal preference, so; 

1. Football Strat. - PT; 45 min. , 
PB; Even, E; Excellent, HA; none, C; 
easily understood yet challenging, B; 
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very good, PBM; poor but possible. 5; 
organizing of leagues and keeping of 
statistics enrich this game even more. 

2. Midway - PT; too long - takes 
almost as long to set up as it does to 
play, PB; big edge to Jap, but can be 
evened up, E; excellent, HA; very good, 
C; detailed yet not complicated, B; so- 
so, PBM; impossible, S; even up with 
B-17 and Gutenkunsts sub rules. 

3. D-Day - PT; dependent on suc- 
cess of allied invasion 1-4 hr,, PB; 
slight edge to German, L. , excellent, 
C; easy mechanics, B; good, BBM; 
good, HA; excellent. 

4. Bismarck - PT; 1/2 hr, , PB; 
slight edge to German, E; excellent, 
HA; Good, C; Avg. . PBM; impossible. 

5. Tactics II - PT; 2 hr., PB; big 
edge to red, E; very good, HA; none, 
C; Avg., B; excellent, PBM; very good. 

6. Stalingrad - PT; 2 hr. , PB; big 
edge to German, E: avg, . HA; good, 
C; Avg. , B; good, PBM; excellent, S; 
4-5-6 replacements. 

7. Baseball Strategy - PT; 1 hr.', 
PB; even, E; very good, HA; none, C; 
avg., B; good, PBM; poor but possible, 
S; organization of leagues, keeping of 
stats, and use of A. H. world series 
counters. 

8. Afrika Korps - PT;2-4hrs. , PB; 
edge to allies, E; poor, HA; good, C; 
fair, B; poor, PBM; good, S; use gup- 
ply table and A.H. 's other equalizer 
rules. 

9. Waterloo - PT; 2-3 hrs. , PB 
edge to French, E; fair, HA; good, C 
fair, B; poor, PBM; fair, 

10. Blitzkrieg - PT; 4-6 hrs., PB 
even, E; good, HA; none, C;very, very 
complex, B; very, very poor, PBM 
fair. 

11. Guadalcanal - PT; 2-4 hrs., PB 
even, E; fair, HA; excellent, C; very 
complex, B; very poor, PBM; poor. Si 
use of optional^. 

12. Gettysburg '64 - PT; 2 hrs, , PB 
big edge to Union, HA; very good, C 
fair, B; poor, PBM; poor. 

13. Battle of Bulge - PT; 2-4 hrs. 
PB; dependent on optional s used, E 
avg. , HA; poor, C; a little too much 
B; poor, PBM; fair. 

14. U-Boat - PT; 10-30 min., PB 
favors U-Boat, E; very good, HA; fair 
C; a little confusing, B; sub-par, PBM 
impossible. 

15. Lemans - PT; dependent on laps 
run, too long, PB; good between the 
right cars, E; fair, C; easy but boring, 
B; mediocre, PBM; impossible, S; 
could be improved by modernizing car s, 
adding third lane to track, and not 
limiting number or kind of cars, this 
game requires many players; the more 
the merrier, Happy Shopping, 

AH is grateful for this compact buy- 
ers' Guide. Comments should be di- 
rected to the author, Donald Greenwood, 
128 Warren St. , Sayre, Penna. 
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Avalon Hill at Hobby Show 



Avalon Hill, recently elected to mem- 
bership in the Hobby Industry Associa- 
tion of America (HIAA), exhibited its 
products for the first time at the an- 
nual week-long Chicago Trade Show. 

Participating with over 450 hobby 
manufacturers, the traveling sales 
staff of AH was able to tell its unique 
story to 4500 dealers who had come 
from every state in the union to see 
"what's new" at this 30th annual con- 
vention. The blizzard, arriving in 
Chicago this same week, did not deter 
the crowds determined to get a preview 
of new and exciting hobby merchandise. 
Actually, the exciting part was getting 
there in the first place. .. and having 
chosen rail travel as the mode, playing 
Dispatcher all the way, The Avalon 
Hill sales team was among the first to 
set up its exhibit. 

Ray Johnson, James J. Stein, and 
Myron Brundage manned the 8 1 x 8' 
booth as shllls. Actually what they 
did was to block the aisle with games 
in progress during the entire length 
of the show. This gambit evoked inter- 
est among the curiosity seekers who 
lingered just long enough for our se- 
ductive secretary to close the sale. 




AH Secretary Christy Shaw gives hobby show 
pilch to James J. Stein during convention in 
Chicago's Sherman House. Showing apparent interest 
in the games, nearly 4500 dealers lingered at booth 
upwards of 5 minutes each (which is the rime it 
took to disengage the bear trap from their ankles. 



The object of such an exhibit was to 
increase the availability of adult games 
in stores, making it easier for you to 
purchase them in your area, rather 
than having to go through the time- 
consuming project of ordering by mail 
direct from the factory. We urge you 
to buy from a dealer whenever possible. 



Major Battles & Campaigns: Libya & Egypt, 194042 



By James Tribolet 

The O'Connor Campaign (Dec. 1940- 
Feb. 1941) 

1. Disposition of Allied and Italian 
Forces. 

On June 10, 1940, the date of the 
declaration of war by Italy, she had in 
Libya 15 divisions; in Tripolitania, 6 
regular and 2 militia divisions, in Cy- 
renaica 2 regular and 2 militia divisions, 
and at the frontier, units equivalent to 
3 divisions. These divisions amounted 
to 215,000 troops, first under Marshal 
Balbo and later under Marshal Grazani, 
The British had the 7th Armored Divi- 
sion, two-thirds of the 4th Indian Divi- 
sion, one-third of the New Zealand Divi- 
sion, 14 British battalions, and 2 artil- 
lery regiments, which amounted to 
about 50, 000 men. At first the British 
guarded the frontier with the 7th and 
11th Hussars, 2 motor battalions of the 
60th Rifle Brigade and Z artillery regi- 
ments. In August these forces were 
replaced by the 3rd Coldstream Guards, 
the 60th and 2nd Rifle Brigades and 2 
mechanised batteries. By October the 
British had received, in addition to the 
other forces, the 19th Australian Bri- 
gade and the Polish Brigade plus the 
remainder of the 4th Indian Division. 
This together totaled 56,000 men and 



212 guns. These forces were command- 
ed by Maj. General O'Connor in the 
field and Gen. Waveil in Cairo. 

2. The Battle of Sidi Barrani (Dec. 
9th- 12th) 

In the autumn of 1940, the Italian 
10th Army with 10 divisions advanced 
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to Sidi Barrani. It halted there and 
built several strongpoints. There were 
only skirmishes until December. On 
December 9th, the 7th Armored and the 
4th Indian and the British 16th Brigade, 
altogether containing 25,000 men, at- 
tacked the camps of the Italian south of 
Sidi Barrani. While the two divisions 
cut through a gap in the 1 0th Army's 
defenses, the 16th Brigade advanced 
down the coast road. The number of 
prisoners was tremendous, The Cold- 
stream Guards actually reported cap- 
turing "5 acres of officers and 200acres 
of other ranks." On December 11th, 
4th Indian was replaced by the 6th Aus- 
tralian Division. Over 38, 000 Italians 
were captured, while the British had 
only 528 casualties. 

3. The capture of Bardia (Jan. 3rd- 
5th, 1941) 

After advancing to the Libyan border, 
the British prepared to attack Bardia. 
Bardia contained parts of 4 Italian divi- 
sions, within a 14 mile perimeter with 
wire and blockhouses. The 7th Armor- 
ed Divi sion blocked the north and north- 
west sides. The bth Australian, the 
16th Brigade, and the 7th Battalion RTR 
with 23 "I" tanks, one machine gun bat- 
talion, and the 2 artillery regiments 
attacked the western perimeter. The 
attack made swift progress. When the 
fortress surrendered on January 5th. 
45,000 men, 462 guns, 115 light and 
20 medium tanks, and 750 trucks had 
been captured. 

4, The capture of Tobruk ( Jan. 21st- 
22nd) 

On January 6th, the 7th Armored 
isolated Tobruk, which contained a 
division plus a mass of unorganized 
soldiers. It had a 27 mile perimeter 
like that of Bardia. The 6th Australian, 
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the 16th Brigade, and the 7th Battalion 
with 12 "1" tanks- assaulted for fortress 
on Z I st January, Immediately, an 
Australian brigade breached the south - 
west perimeter of the fortress. The 3 
other brigades swerved off into the for- 
tress. By the next day, 32,000 men, 
236 guns, 45 light and 25 medium tanks, 
and ZOO trucks had gone into captivity. 
The British now had a port that was 
one of the best in North Africa. 

5. The Battle of Beda Fomm (Feb. 
4th -7th) 
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After the capture of Tobruk, the re- 
maining Italians in Cyrenaica began to 
retreat down the coast road. They were 
followed hy the 6th Australian. Mean- 
while, the 7th Armored was cutting 
across the bulge of Cyrenaica via 
Mechili, Msus, and Antelat. When the 
7th reached Beda Fomm, they cut off 
over 15,000 men. The Italians tried 
to break out with the aid of tanks, but 
all to no avail. This fourth victory de- 
prived the 10th Army of almost 15,000 
men and numerous tanks and guns. 

The entire campaign altogether netted 
130,000 prisoners, 400 tanks, l,Z a 
guns, and immense quantities of sup- 
plies, all at a cost of 500 killed, 1,375 
wounded, and 55 missing on the British 
side. The British had captured all of 
Cyrenaica in about 2 months. O'Connor 
had a plan which probably would have 
succeeded in capturing Tripolitania, if 
he had been able to use the available 
units in the Near East. However, Hitler 
might have given Mussolini several 
Panzer Corps, which if under the com- 
mand of Rommel, might have captured 
the Suez Canal, and even gone on to the 
oilfields of Arabia. In this case the 
Axis might have won the war. Any com- 
ments ? Write: James Tribolet, 5441 E. 
9th St, , Tucson, Arizona 857 1 1 . 

The Phyrric Victory - 
The Doubled Exchange 

by James J. Stein 

Click! goes the dice. Hey, Hey! An 
exchange! Take off one Russian infan- 
try unit as well as two German Panzer 



units. Seconds later in an accompany- 
ing soak- off battle a German infantry 
corps is obliterated. The Russian loss 
amounts to approximately 20, 000 men, 
while the Germans lose over 60, 000, 
as well as hundreds of invaluable tanks. 
Who liaswon? The German, that'swho! 
His remaining units can jump across 
the river which the Russian unit was de- 
fending and thereby break an important 
defensive line. At least that's how the 
Avalon Hill game of Stalingrad i s played. 
Let us now take a look at how such a 
hypothetical situation would be dealt 
with in real life. 

The Situation: Somewhere in Russia, 
German General Ludwig von Blunder 
attacks the 4th Russian Infantry Army 
(Corps) with his powerful First Panzer 
Army. The Russians are dug in in well 
defended positions on the opposite bank 
of the wide Bloodbath River. The bat- 
tle rages for thirteen grueling days of 
bitter fighting and when the acrid cor- 
dite smoke of combat clears, the Rus- 
sian unit is annhilated to a man (the 
only man to escape is the political com- 
missar, Yevgeny Gufow). Von Blunder 
has lost the cream of his Pan2erArmy, 
two full corps in all. In addition he has 
lost a crack infantry corps, slaughter- 
ed outright, in a supporting attack. 
General von Blunder has, however, 
accomplished his mission of forcing a 
bridgehead across the mighty Bloodbath. 
Is he to be rewarded with the oak leaf 
cluster on his Knight's Cross? Will he 
be promoted to Colonel General? Will 
he be personally congratulated by the 
Fuhrer? You better believe he won't! 
Within minutes of the battle, news of the 
disaster will trickle forth to Army Group 
headquarters where the stern, scholarly. 
Field Marshall Gerd von Bluster will 
drop his monocle and have a coronary. 
His ardent Nazi Chief of Staff, General 
Heinrich Schkweeler will immediately 
radio the word to OKW headquarters 
at Rastenburg. At Rastenburg, after 
decoding the message, 55 Adjutant, 
Colonel Wilhelm Meddler, will awaken 
the Fuhrer at one o'clock in the morn- 
ing to inform him of the news. Ten 
minutes later, after carefully scraped 
the Fuhrer off the ceiling of the bunker, 
all present will be subjected to a two 
hour tirade on the incompetancy of the 
General Staff, the Officer Korps, and 
particularly our friend General von 
Blunder. 

Two days later, the hapless von Blun- 
der has been relieved of his command, 
stripped of all rank, decorations and 
privileges, and imprisoned in Lands- 
burg Prison, awaiting trial by court 
martial for dereliction of duty and High 
Treason, At the subsequent execution 
proceedings, vun Blunder (an avid de- 
votee of Avalon Hill wargaming), with 
bewilderment in his eye3, gasps out 
his final halting words, "But I won the 
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battle. It was an exchange. " 
Incidentally, for those of yuu who want 
to give the German a chance in Stalin- 
grad, compel the attacker in double de- 
fense situations to only remove in ex- 
changes the value which the defending 
unit(s) is worth at basic odds. Also 
you might try using the Basic Game 
Blitzkrieg combat results table. Com- 
ments may be directed to James J. 
Stein, 311 W, I04th Place, Chicago, 
Dlinois 60628. 

AH COMMENT: But Comrade Stein, 
the Russians did lose 20,000 men, and 
that's enough losses to send the rem- 
nants of any Army reeling in retreat. 
But don't worry about General von 
Blunder's court-marshall. After los- 
ing 60,000 men, he and the rest of his 
army will surely be wiped out first in 
a counter-attack at attractive odds that 
even Marshall Boobwitz would not pass 
up. In essence, breaking the river line 
ends up as a con- job enabling the Rus- 
sian player to administer monumental 
casualties in exchange far a little hit 
of territory, . . certainly within the realm 
of realism of any battle campaign. Your 
article only carries the subject half-way 
. . . and our comments are meant to be 
a warning to German generals to be 
more cautious in their selection of at- 
tacks across river lines. Always re- 
flect first on how tenuous your position 
will be when it becomes the Russian 
player's turn, 

THE PRINCIPLES OF WAR 

Mass & Movement: 
Defense & Retrograde 

By Capt. Mike Krankwicz 
Myron Brundage, Editor 

"Get thar fustestwith themostest. . " 
the philosophy of the great Confederate 
General, Mathan Bedford Forrest. To- 
day, we talk about Time-Distance, 
which is another way of saying the same 
thing. As you may recall from a pre- 
vious article of this series, Time- 
Distance equals the distance (number of 
squares) divided by the movement rate 
in number nf squares per turn. This 
tells you where to place your forces so 
that you can do it Forrest's way. 

Forrest's statement and many simi- 
lar ones like it put the sounds of the at- 
tacker in our ears. So why bring it up 
in an article on defense? Actually, the 
armies Forrest served were on the 
strategic defense, though they didlaunch 
tactical offensives quite frequently. He 
actually phrased his method of opera- 
tions from a basically defensive situa- 
tion, 

DEFENSE 

We assume the defense to gain time, 
to assist offensive actions elsewhere, 
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Of to utilize the advantages of terrain 
to compensate for weaknesses in our 
forces. If you are in the hahit of rotat- 
ing your play among all sides of all AH 
games, then defensive play should be 
no stranger to you. Sharp defensive 
play lends greatly to your offensive 
play, because you can greatly weaken 
your opponent while on the defense, 
which will make your subsequent offen- 
sive thrusts easier. One virtue that you 
must carry with you into the defense 
however, is patience. You must have 
the patience to let your opponent batter 
away, let him lose a unit here and there, 
and gradually let the balance of power 
Swing into your favor. There are two 
basic forms of defense: the area of de- 
fense and the mobile defense. The basic 
differences between these is in the dis- 
position of your forces, and the size 
and intended use of your reserves. 

Area Defense 



In the area defense, you are pri- 
marily interested in the holding of 
specific terrain. In this type defense 
forward positions are atrongly held, 
emphasis isupon stopping your opponent 
forward of your main position and main- 
taining continuity of it. The bulkof your 
combat power is committed in the for- 
ward defense area. If your opponent 
penetrates the area, you either eliminate 
or eject him by counterattack to regain 
control of the area. Lacking the strength 
to do this, you should allow yourself to 
be pushed back to maintain the control 
and continuity of your defense, which 
is more important to you than the ter- 
rain. 
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Mobile Defense 

For those who prefer more fluid 
action with opportunities for choice 
counterattacks, there is the mobile 
defense. It is based primarily upon 
skillful use of mass, movement, and 
proper timing to destroy your opponent. 
To achieve mobile defense, you employ 
a minimum number of units on the best 
terrain you can get in the forward de- 
fense area. You try to use these forces 



to canalize your opponent into less favor- 
able terrain by your holding of this 
selected critical terrain. You also 
harass, impede and disorganize him all 
you can with your forward forces. In 
the meantime, you retain the bulk of 



your combat power in strong mobile re- 
serves, positioned for offensive action 
to destroy your opponent at the right 
moment within or forward of the for- 
ward defense area. 



MOBILE D^FEWSe 




FIG V flE £ 

In Figure 2, your units marked "US," 
have just given way on a preplanned 
basis to your opponent. The small ar- 
rows show the direction you came from. 
As you were falling back you should have 
hit him for as many losses as possible. 
You should have given him every im- 
pression that he was beating you out of 
an area defense, and because you arc 
stubborn and maybe not so smart, you 
are slow to reorganize. Note however, 
that you keep his thrust under control 
by dropping back behind more defensible 
terrain and canalizing him. The three 
units in front offer him the path of least 
resistance, indeed a carrot on a stick. 



offering him the scent of victory if he 
keeps driving. If you work it right and 
he does, at the moment when he over- 
extends himself somewhere, hopefully 
in his flanks or rear, you counterattack 
as shown. CAUTION! YOU HAD BET- 
TER BE SURE THAT YOU "WILL HAVE 
ENOUGH STRENGTH TO COUNTERAT- 
TACK BEFORE YOU LAUNCH INTO 
THIS TYPE OF PLAN! 

Echelons of Defense 

On the gameboard, defense consists 
of three echelons; the security area, 
the forward defense area, and the re- 
serve area. 



SECURITY AREA J > 
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The Three Echelons of IWe/ise 

It should be intended that the Forward 
Defense Area will be the main battle 
area. This can be seen from the de- 
ployment of the above units. 
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The security area is located from 
the forward edge of the zoneB of con- 
trol of your forward defense units out- 
ward. It is held by small, usually 
highly mobile forces that occupy criti- 
cal terrain features. These might be 
rough terrain dominating a road, 
bridges, cities, or the like. Each level 
of command usually deploys its own 
forward security units. A division, for 
example, usually puts out its cavalry 
squadron as a minimum. The net re- 
sult of all these command echelons 
putting out security is that the enemy 
has successive layers of forward se- 
curity forces to contend with before he 
can reach your main force. As he over- 
comes each line, your security forces 
involved generally fall back through the 
line to the rear to become a part of the 
reserve. What you are hoping to do is 
to cause the enemy to deploy for the 
attack as fully as possible at each suc- 
cessive security echelon, thus committ- 
ing himself. This is done either by 
fooling him into thinking he has reached 
your main battle positions, or by skill- 
ful deployment of your security forces 
which forces him to deal with them. In 
real life this causes all manner of dis- 
organization and control problems for 
the aggressor that only a well equipped 
and controlled force can cope with. In 
AH land warfare games, because your 
opponent can easily see your disposition 
on the board, and because of the large 
size units most counters represent, 
you're often restricted in your use of a 
security area. Still, certain games of- 
fer some possibilities. Small counters 
in BLITZKRIEG, AFRIKA KORPS and 
WATERLOO provide you with same 
real delay, screening and disorganizing 
capabilities, if you are willing to sacri- 
fice them. Screening forces in real life 
take a beating, but they usually can be 
pulled out in time to be reused. In AH 
games they are usually lost because of 
the way the games are designed. How- 
ever, one of the most successful uses 
we have seen of screening forces in a 
security area took place in a WATER- 
LOO game we had the pleasure of play- 
ing some months ago. The French play- 
er was unable to progress effectively 
against the Quatre-Bras area. So he 
left respectable forces there to main- 
tain pressure and proceeded to attempt 
a turning movement by thrusting down 
the Tilly -Wavre road. PAA forces 
covering that area were weak. To es- 
cape was difficult, to hold was sure 
promise of being eliminated, and head- 
long flight would give the French player 
hie turning movement. Thus the PAA 
forces faced disorganization, loss of 
control and loss of too much ground 
too soon. He had however, a number 
of 1-6 and 2-6 cavalry units available 
for the threatened area. He used these 
to effectively screen the French from 



hiB main battle force in the area while 
it reinforced and raced behind the more 
defensible river lines to the North and 
West. The Frenchman was so delayed 
and even somewhat disorganized, that 
between his outraged oaths he bogged 
down and lost. The same thing was ef- 
fectively done in the Nivelles area in 
another game. A surprising number of 
screening units were saved each time. 
Use a security area wherever you can. 
You'll be surprised at how it will in- 
crease the effectiveness of your over- 
all defense. 

The Forward Defense Area 

The forward defense area is actually 
your main battle position where you at- 
tempt to stop, slow, canalize, disor- 
ganize and destroy your opponent de- 
cisively. It consists of your main battle 
counters and their zones of control. 

The Reserve Area 

The reserve area is where reserve 
forces are stationed. They may be 
used to block, or to reinforce threaten- 
ed areas, to organize new lines of de- 
fense in advance, or to counterattack 
to eliminate or eject the enemy. They 
are also used to secure the rear, or 
perhaps an otherwise exposed flank. 
Skillful use of the Time- Distance factor 
in their employment is of vital im- 
portance. Well placed reserves can 
actually perform many functions at the 
same time, and thus serve many prin- 
ciples of war. They can be placed just 
behind forward defense forces, far to 
the rear, in ports, airdromes or at 
sea. One of the greatest advantages of 
these forces is the threat that they pose 
anywhere within their range, because 
they are relatively uncommitted, 

THE RETROGRADE 

There is a big, fancy term used in 
military circles for moving away from 
the enemy or retreating. The term is 
"retrograde action." We'll use it here 
to stay in line with the pros. The only 
explanation we can offer for such a term 
is that the word "retreat" is considered 
such a nasty sound in military circles 
and causes so many unfavorable emo- 
tions, that they chose the term "retro- 
grade actions. " This way when forced 
to discuss it, the brass causes the 
lesser of two evils, confusion rather 
than panic, when they say, "Let's re- 
trograde the h. , . out of here." Besides 
it sounds better- to the womenfolk back 
home and disturbs fewer egoes, 

There are three basic types of re- 
trograde action which we can employ: 
the delaying action, the withdrawal, and 
the retirement. 

In a delaying action, you trade space 
for time, and try to inflict as many los- 



ses on your opponent as you can without 
becoming decisively engaged. We saw 
earlier that this is a logical mission 
for forces in the security area. 

On the other hand, in a withdrawal 
your main battle force disengages from 
your opponent away from his zones of 
control. You are under enemy pressure 
in this situation and are usually being 
pushed back. 

But in a retirement you are not under 
direct enemy pressure or in contact, 
and you move away from your opponent 
freely, according to your own plan. 
You may for example, want to shift 
forces not being threatened to a more 
dangerous sector. Or you may want to 
move back to a better position. 

Retrograde movements, according to 
U. S. Army doctrine, are made for 
these reasons: 

1. To harass, exhaust, resist, de- 
lay and inflict punishment on the enemy. 

2. To permit the use of elements of 
your forces elsewhere. 

3. To draw the enemy into an un- 
favorable situation. 

4. To avoid combat under undesir- 
able conditions, "it's gettin to hot. " 

5. To gain time without fighting a 
decisive engagement, 

6. To disengage from combat, 

7. To place your forces involved in- 
to a more favorable position in relation 
to other friendly forces. 

There is little doubt that certain 
situations in AH games definitely re- 
quire skill on your part in bringing off 
retrograde actions. It is often wise to 
retrograde in any game until you gain 
the balance of power. Of course as the 
French in WATERLOO, the Germans 
in STALINGRAD and BULGE and the 
Allies in D-DAY, you should be spared 
the retrograde because you have the 
balance of power to begin with. In our 
opinion, we favor the retrograde in 
TACTICS n and BLITZKRIEG in the 
opening moves for the seven reasons 
outlined above. 

There are essentially three ways 
Lhat you have to achieve mass. The 
first is by gaining reinforcements 
through the order of appearance rules, 
etc. where they exist. The second is 
by holding your own losses to a mini- 
mum. And finally, by reducing the size 
of your opponent's forces by attrition. 

Conclusion 

The defense and retrograde actions 
are only of value when they lead us to 
the point where we can win. In some 
games this means sticking it out until 
the time factor beats our opponent. In 
others it means one must ultimately 
take the offensive to win. Comments 
should be directed to Mr. Brundage, 
2437 W. Sunnyside, Chicago, Illinois, 
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Alas Realism . 

by Lou Zocchi 



Today I received a letter from Brian 
Libby, who is a Lieutenant General in 
the AggresBor Army and in command of 
Aggressor Army Group Northeast. En- 
closed in his letteT were a complete set 
of unit counters for Battle of the Bulge. 
I like to receive new games, especially 
when I didn't even know they were com- 
ing. 1 was impressed by their produc- 
tion technique and appearance. In hie 
letter, Brian told me that his club, 
Aggressor Army, produces these 
counters for sale to interested parties 
for 60^ per set. His letter then pro- 
ceeded with a low key pitch to get me 
to join his organisation, I appreciate 
the compliment but have decided to put 
off making a decision until I can deter- 
mine whether they think they will win 
more often because of my help, or in- 
spite of it. It has occurred to me that 
I might be classified as an undesirable 
element because I usually seem to be 
concerned with dirty tactics. For all 
I know, I might be the innocent pawn in 
the gigantic power struggle that now 
rages back and forth across the Worlds 
Wirgames boards. I shudder to think 
that somewhere a secret conference 
took place which was attended by the 
highest representatives of all the War- 
games Clubs. The real Iosct at this 
conference will be the club which is 
forced to use me on their side. This is 
some sort of a handicap which enables 
the others to playon a more equal basis. 

It seems to me that lately I have run 
into a number of articles whichcondemn 
Avalon Hill Issue pieces or time tables 
because they are inaccurate. As a 
matter of fact, I have been a party to 
this offense myself. And, I suddenly 
had an eye opening revelation! If Ava- 
lon Hill hadn't made those games in the 
first place, my off duty hours would be 
pretty dull. Avalon Hill has been a 
trail-blazer in the field of Adult War 
Games, Think back to your first Ava- 
lon Hill engagement. Didn't you marvel 
at the forethought and ingenious methods 
by which they managed to simulate bat- 
tlefield conditions? When I play one of 
these games, I become oblivious to my 
surroundings and become thoroughly 
emersed in the tactical considerations. 
On occasion, I seem to hear in the dis- 
tance, the muffled rumble of Artillery 
punctured by a stacato burst of machine 
gun fire. Little hunks of red or blue 
cardboard become marching men and 
clanking Tanks as the battle reaches its 
height. What men among you hasn't 
experienced the exhilerating thrill of 
victory? And when the game is over do 
we quietly put the pieces away and say 
no more ? Of course not. Now comes 
the critique where you have the chance 



to find duL what your opponent would 
have done if you had chosen the alter- 
nate course of action. Now you can 
learn why your attempts to create a 
diversion failed or succeeded. And 
when its over, who among you hasn't 
wondered what he could have done in 
the real campaign if given the oppor- 
tunity ? Evidentally many of you are 
no longer content to accept the games 
as they are. Revisions take place that 
reflect more realistic performance. 
Research is done to discover the true 
balance of power. And, ultimately t 
disillusionment with packaged games 
arrives. Critical letters are sent to 
the factory. Discussions among friends 
reveals that you are not alone in your 
crusade for more realism* More let- 
ters are sent out and still you feel (hat 
you are not being heard. Eventually, 
minor additions are made to the stand- 
ing armies to bring them into line with 
historical facts. Perhaps you've even 
been as successful as the Aggressor 
Army and been able to standardize your 
departure from the issued product. 

But before we get carried away, 
let's go back and examine this game 
from the producers standpoint. He has 
invested a terrific amount of manpower 
for research, design, and testing. Then 
he gambels that the game will sell and 
stops production on an item that is al- 
ready doing well. He ties up presses, 
special tools, and advertising money on 
an unknown. And just what is this un- 
known ? It's a game designed to be sold 
to the general public. If the game is 
too historically accurate, we might 
find that one side always wins. Would 
we Gripe? You bet we would! That 
wouldn't be a fair test of our skill. So 
the manufacturer can't afford to put out 
a game that isn't balanced because few 
of us really want what we cry loudest 
for. Do our letters have any effect 
upon Avalon Hill? Let's investigate 
this question further. Did you ever 
hear of a game called Tactics or Tac- 
tics I? Most of you are familiar with 
Tactics II but how many owners of a 
Tactics II game can show you Round 
HQ units ? Did you know that there 
were at least 4 versions of Gettysburg? 
Why did they bring out a new version 
of D-Day which included Air Power? 
Is artillery used the same way in Guad- 
alcanal as in all of the other war games? 
Think about these questions for a min- 
ute and you'll see what I'm getting at. 
The original tactics game was improv- 
ed so much that they changed the title to 
Tactics II. The original Gettysburg 
was selling well, but they thought they 
could improve it by changing the squares 
to Hexes. The game didn't do too well 
in this form because they forgot to in- 
crease the movement of the pieces in 
direct proportion to the increased num- 
ber of squares on the board. But they 
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did color code all of the squares so it 
was easy to tell what was a hill and 
what wasn't. This is a feature I wish 
they would have kept. They could have 
gone back to the original version, but 
they tried something new instead. They 
made up a test copy with larger hexes 
and faster movement rate which worked 
very well. I don't know why it wasn't 
produced, but a 4th version made its 
appearance. Now they want to show 
you the importance of position. The 
enfilade position gives more value for 
the attacker. My personal opinion of 
this game as it stands now is that a 
good southern commander can be easily 
defeated by a mediocre union command- 
der. Realism? If letters could prompt 
them to change the game 4 times, why 
not a 5th 7 When Carl Knabe published 
his fantastic "Plan Red" did Avalon Hill 
notice that the game was now definitely 
in favor of the Germans? They must 
have, because they introduced Air Power 
to the allied side in order to bring back 
the balance of play. The way Artillery 
is used in Guadalcanal makes it seem 
more like artillery. Yet you will find 
this feature in no other game. Compare 
the combat results tables of Blitzkrieg 
to Bulge and you find an improvement. 
No longer can an entire unit be wiped 
out unless its surrounded. Compare 
the Bulge results table with the Gettys- 
burg table and you will find another 
improvement. If you have an old Get- 
tysburg game, you'll find the attacker 
has a 50-50 chance of winning with no 
exchanges possible. I have no idea 
what is going on at Avalon Hill or what 
their intentions are, but by looking at 
what they have accomplished, I am 
amazed. I'm sure that a good many of 
the NEW ideas used by A. H. in their 
latest games have come from people 
like you and I. We look at a situation 
and say, "It seems to me that the eas- 
iest way to simulate this situation would 
be such and such, I wonder if A. H, 
thought of that?" Tell them what you 
think. Without letters like ours, I 
doubt that they would have attempted 
something as complex as Blitzkrieg, 
We are in a very forceful position. We 
can encourage A. H. to meet our needs 
and show them that there is an available 
market. If we tire of the game as itB 
designed, we can encourage Kampf to 
do an article on it from which we can 
get the basic data to make a more 
realistic wargame. Those Tigers 
among us who thrive on adversity can 
always be counted upon to try to win a. 
lost cause. If the opponents wanted 
column of the General can be believed, 
there are at least 2,000 players in this 
country who have never been defeated; 
Pick any one of them. 

As far as I know, almost every war- 
game produced by Avalon Hill has two 
sets of rules. They have the basic 
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rules and the tournament level rules. 
Why should they go to all of this trouble ? 
The answer is obvious. We hard core 
warmongers wouldn't be satisfied with 
a simple balanced game, and the A, H, 
designers realize that they must make 
greater efforts to simulate the actual 
situations. 

How to Change a 
Dull Jap Victory into a 
Heartless American Win 

by Richard A, Shagrin 

Assumption: You want to win, and 
you don't much care what happens to 
"realism" or how many men your 
strategy would really kill. 

OK, now that we have established 
that you are cruel and heartless, you 
are ready to learn how to put on the 
American Banzai. 

The Background- -Midway is a paint 
accumulation game. It is not possible 
to hold Midway Island if your Opponent 
(the Jap) is competent. This means 
that the Japs will get approximately 15 
points for Midway, and your problem is 
counterbalancing those points by sink- 
ing Jap ships. This is the only way to 
win- -let none of you be deceived- -Mid- 
way can not be held! The competent 
Japs among you have discovered this 
fact, and to avoid early losses, coward- 
ly cringe along the eastern edge of the 
board, always careful to keep more 
than 7 squares away from the American 
Fleet, which charges heroicly across 
the board at flank speed. It manages to 
get in one attack in the last daylight 
turn of the first day, but only after four 
Jap cruisers have added their screening 
power to the main battle fleet. One 
Jap and one American strike is made, 
and each side generally loses one car- 
rier or so. Then the next day, once 
the Atago comes in, the Jap grand 
fleet steams nonchallantly to Midway, 
beating off futile air-attacks, launching 
counter-attacks that often sink up to 
80% of the American fleet, and captur- 
ing Midway to boot. Tokyo Rose gloats 
the next day. If this doesn't describe 
huw your battles go, you haven't been 
playing the best possible strategy. 

Now this is pretty depressing I have 
to admit, and if you scratch your head 
a little you can see that the way to stop 
this horrible result is to sink those 
initial Jap carriers on the first day, 
preferable before they have all those 
cruisers and battleships to screen them. 
It would also be nice to avoid the usual 
Jap counter strike by making the attack 
from an unknown position. This is 
obvious; unfortunately it is also hard to 
do. If this was all I had to offer, I 
doubt that anyone would care to listen, 
1 can tell you the way to survive in bat- 
tle is not to get killed, but that doesn't 



tell you the how-to-do-it. 

Now analyze the situation as pre- 
sented above, and think what implicit 
assumption it makes. Look at it again 
and think like a cruel and heartless 
(if slightly unrealistic) winner. The Jap 
is "careful to keep more than 7 squares 
away from the American Fleet. " But 
the range of your planes is 14 squares! 
"So what, " you might ask, "I have to 
get my planes back to my carriers, 
don't I?" Not if you sink everybody 
worth sinking in the first attack- -who 
needs them ? 

You transfer all attack planes to 
your carriers to the second turn. You 
can choose to charge across the board 
at top speed, or to move slower and 
try to escape the Jap search. You 
should catch the Jap with readied planes 
on hiB deck, in the first game at least, 
since he will not expect an attack that 
will lose the Americans all planes com- 
mitted to the attack. Three or all four 
carriers will be sunk, and the cruisers 
and Battle ship a too, if an all out attempt 
is made to save one carrier (5 D on 
both Battleships will sink them, if they 
do not apply something more than the 1 
point additional, a ship which has ap- 
plied its screening force is left with). 
Since the Japs had no fighters up, you 
kept all yours at home (partly on Mid- 
way). With those fighters the greatly 
reduced Japanese attack plane force can 
not seriously threaten; even if you are 
still staggering drunk after celebrating 
your magnificent victory, they can not 
get more than one 10 point carrier, 
Since you took some 40 points down 
with your attack planes, you can give 
the Japs Midway and a carrier- -even 
two, if you're feeling generous, and 
still win. 

Later, when this attack is well known, 
the Japs will try some kind of continu- 
ous carrier air patrol, using the Hiryu 
and Soryu alternately so only one car- 
rier has readied pianes on it. Then you 
will have to send some fighters with 
your one-way attack. But, no matter 
what, you can take most of the sting 
out of the Japanese punch while sinking 
enough of his ships to make up for the 
loss of Midway. Since it is unlikely he 
can sink ANY of your ships, and al- 
most certain he can't sink enough to 
take all of your lead away, even with 
Midway added in, you have won. Con- 
gratulations! Bismarck, anyone? 

Comments, complaints, and kudos 
to: Richard A. Shagrin, Room 356 
Haggett Hall, University of Washington, 
Seattle, Washington 98105. 

Realism (or Waterloo 

by Michael Lazarin 

In several articles I have read on 
Waterloo statements like 'Then Napoleon 
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committed the fearsome Imperial Guard' 
often appears. This implies that the 
Imperial Guard was a unit of some value. 
In the AH game the Imperial Guard is 
quite to the contrary of this. In fact 
the 8-4 is a cumbersome misfit. To 
bring it up to 15 strength you have to 
waste valuable cavalry. Usually it ends 
up as a 12 or it skirts around the PAA 
flank to pounce on English artillery 
units and then run for Brussels. This 
doesn't seem to be a worthy end for the 
finest French unit. Another problem 
is the frequency of battles. You're 
lucky to get twenty in during a game. 
The French never attack at less than 
5-1 for fear of losing 30 factors. The 
last difficulty is the absence of balance. 
Napoleon had to defeat four armies, 
each equal to his own (Prussian, Eng- 
list, Austrian, Hungarian). The Prus- 
sians and the first several corps of 
English should have been able to put up 
a fair fight, but in the game they are 
lucky if they last two hours in a fight. 
THREE RULES: The first is to even 
up the game by putting more units on 
the field. The IS rule is thrown out 
and the following substituted 1 Units may 
be stacked a maximum of three high, 
two of which must be cavalry or they 
may be two high-both may be infantry. 
Artillery are treated as infantry, and 
horse-artillery are treated as cavalry. 

This rule limits 15' s to one per side. 
It lowers the rest of the units to lZ's 
for the French and 9-10's for the PAA. 
It also creates a surprising amount of 
7-8's. The results are twice as many 
battles, an increased importance of the 
individual unit, and a decrease in the 
importance of single battles. 

The second rule is the automatic 
victory rule (odds of 7-1 eliminates de- 
fenders zone of control). This speeds 
up the play and creates a possibility of 
a fastbreak, pincer, and 'schwerpunkt 1 . 

The third rule is the use of allHQ's. 
When an HQ is eliminated its units de- 
fect. If Napoleon is captured he sur- 
renders; D'Erlon loses the first corps 
of French. The problem of Ney should 
be settled according to player ability. 

TACTICS: French - First foTget Nivel- 
lesexceptfor fakes. Advance forQuatre 
Bras, Gennappe, and then Brussels. 
The Prussian will probably run out to 
meet you, overcome by the excess of 
troops. Move your troops in a bulk on 
the first turn--with a line in front and 
the Guard and Cavalry reserves in back. 
If he attacks first launch yourself at one 
part of his line trying for a 7-1. Send 
your Guard and Cavalry through the hole. 
If you attack first hit his entire line us- 
ing the Guard on the weakest point and 
try for the hole. If you maneuver your 
lioups right and end up in abetter posi- 
tion, form a schwerpunkt or pincer on 
the second turn and go for 'QB' or his 
officers. If by the end of the third turn 
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you are still trying--give up--he's out- 
maneuvered you and will soon be after 
Napoleon. If he didn't come at you at- 
tack the slopes, you can attack two 
times instead of Once. 

PAA - If you are better than the 
Frenchman read the French Tactics 
and do to him what he is trying to do to 
you. If you are equal stay back just in 
front of the slopes and Tilly so he will 
approach cautiously and then retreat 
back to your lines. Keep pulling back 
slowly and when your English troops 
give you sufficient power and courage- 
mop up Napoleon. By retreat I don't 
mean run but drop back at max. i. 
squares after you lose a battle. 

Final Hint - Keep at least one factor 
under each HQ and keep them with the 
troops. It only takes one Cavalry unit 
to get Napoleon when he is alone at 
Marehienne au Pont but it takes at least 
15 points when he is on the Imperial 
Guard. Comments to Michael Lazarin, 
75 Outlook Lane, Levittown, Pa. 19055. 

D-Day: The Real Thing 

by Michael Obolensky 

The deployment of the German forces 
in D-DAY as set forth in the May '66 
issue, although it claims to be historic- 
ally accurate, is in my opinion not 
altogether correct. My own scheme is 
taken from Chester Wilmot's The Strug - 
file for Europe , and this is how it goes: 

■STATIC DIVISIONS : As far as I can 
see, all the statics that arc supposed to 
be there, are there. You can do what 
you want with the 319th [garrisoning 
the Channel Islands), either throw it 
away or put it an Q-35 or R-35 (that's 
as close as you'll get to the Channel 
Islands). Here's how the others are 
placed: 
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.E-12 


711 


S-32 


16LW 


G-14 


716 


S-33 


719 


G-1S 


709 


R-34 


165 


J-17 


243 


Q-34 


712 


K-19 


266 


V-38 


443 


D-20 


343 


V-43 


1SLW 


L-21 


265 


X-4Z 


47 


M-22 


244 


AA-41 


182 


M-20 


158 


DD-42 


326 


M-23 


708 


FF-41 


344 


N-24 


159 


HH-42 


49 


0-25 


189 


MM-43 


245 


R-26 


157 


LL-27 


348 


Q-27 


338 


TT-30 


17DW 


Q-28 


242 


TT-28 


346 


R-30 


143 


RR-26 


INFANTRY: It's ho 


t necessary 



place units off the board because the 
units supplied in the game fit very nice- 
ly on it: 



84 
352 
91 
77 



R-28 

S-34 
T-35 
V-36 



272 SS-36 

271 SS-32 

277 SS-31 

275 TT-31 



33 1 
85 



N-22 
0-24 



353 
276 



V-40 
II-42 



PARACHUTE, ARMOR h HQ'S : The 
same as in the May article but with the 
6/2 regiment on or about W-37. 

This arrangement is somewhat saner 
as far as the North Sea is concerned. 
For you Germans who still want to try 
out the Wehrmacht's positions as they 
really were, we now have five divisions 
instead of -three. At least that will give 
you time to get some Panzer units to 
the invasion area. A tip: place the bulk 
of your Panzer reserve in the replace- 
ment center near Hamburg to be ready 
for a North Sea invasion. Now you will 
be able to last in the game more than 
six weeks, and you can rest assured that 
Von Rundstedt did not lock the front 
door (Calais) only to leave the window 
next to it open, . . Michael Obolensky, 
356 Ashland Rd. , Summit, N.J. 

A New Look at Blitzkrieg 

By Thomas E. White 

Many articles have been written 
stressing the importance of an aggres- 
sive strategy in the game, Blitzkrieg, 
While some of these articles appear to 
be well thought out, some can easily be 
recognized as hastily thrown together 
strategies, unadaptable to a successful 
plan. Bold openings and daring expo- 
sures of valuable units may lead to a 
decisive victory over an inexperienced 
player, but they may just as easily lead 
to a quick defeat if ample fighter protec- 
tion is not available to the fartherest 
advanced units. Oftentimes a conserva- 
tive opening, followed by sweeping at- 
tacks on unfriendly forces which have 
just completed the reduction of a minor 
country, will prove to be the initial 
victory which is vastly important in any 
effort to seize the initiative. 

In direct contrast to what has been 
said in other articles on this subject, 
I believe that the minor countries may 
be made to serve a purpose greater 
than that of a graveyard for many in- 
fantry factors lost in over extended at- 
tempts to seize strategic cities. The 
army that attacks the fewer minor 
countries has a definite advantage over 
the opposing forces. Not only does a 
rapid expansion incur many casualties, 
but there is also great difficulty in 
holding the positions which have been 
captured at such a high toll. A minor 
country left inviolate in the path of an 
early victor will surely slow his advance 
to a crawl and weaken his forces, leav- 
ing them clumped around the cities of 
the minor country and exposed to an im- 
mediate counter-attack. 
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Of course there may be extremism 
in a conservative strategy just as in an 
overambitious strategy. The individual 
player should decide for himself when 
discretion should be "the better part of 
valor. " As others have asserted before 
me, Blitzkrieg is a game of offensive 
tactics, for there are so many differ- 
ent offensive techniques which may he 
employed, A skilled wargamer must 
always be ready to face facts, however, 
and react to any given situation with 
either an offensive or a defensive strat- 
egy- 

Although the offensive is the favored 
and normally the most rewarding posi- 
tion, the defensive is far from an im- 
possible stance. Several techniques 
exist for making the life of an attacker 
very troublesome. Airpower is the key 
to a potent defense. Fighters are help- 
ful, but strategic bombing of cities that 
have been evacuated renders them un- 
usable to the enemy. By reducing cer- 
tain key cities behind an opponent's 
front line, an army on the defensive 
gains control of the air space directly 
in front of its main line of resistance. 
When such a position has been made 
possible by the use of strategic bomb- 
ing, counter-attacks against an enemy 
spearhead which does not have any air 
cover are often very effective- 
In my above mentioned plan, there 
are two items which I have failed to 
discuss. One is the problem of supply 
which is encountered if a conservative 
opening is used. However, most play- 
ers will be able to cope with this prob- 
lem by a rapid seizure of the minor 
country (or countries) adjacent to their 
home country. The second is the trick- 
ier of the two to overcome. If both 
players use my suggested Strategy, the 
game may well become a stalemate un- 
til a decision in the air is reached. ]n 
this case, I recommend that one player 
try desertoperations. These operations 
may be quickly abandoned if unsuccess- 
ful or if the opposing commander has 
shifted a large force to counter these 
thrusts, thereby leaving weakened forces 
protecting other important sectors. 
Desert operations are most o ft en miser- 
able failures as major offensives, but 
they can be used as effective feints. 

Comments and/or criticisms maybe 
sent to Thomas E. White, 3836Millsaps 
Drive, Laurel, Mississippi. 

Operation Sea Dragon 

by Hans Kruger 

Many articles are written about such 
old stand-bys as Stalingrad, D-Day, 
and now there are even a lot concern- 
ing various and sundrie "perfect plans". 
However, very little has been said con- 
cerning Guadalcanal. After a great 
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deal of time, I have come up with what 
I think is a pretty fair plan for the U.S. 
Army. The following plan isn't meant 
to be a strict hard-and-fast "rule", but 
a general order of operations. 

Because this is a general plan, a few 
assumptions must be made, The first 
of these overall assumptions is that the 
Jap/Labor and the Jap/DB are elimi- 
nated by the 14th. of August. This can 
usually be accomplished with the use of 
artillery and the fast American units 
(those with a movement factor of 1 Z or 
14). Then, by the 14th. of August, the 
U.S. player should be in the following 
positions: 



1/1 - KK21 
3/DB - KK2Z 
11/2 - 1124 
l(-) - GG24 
1/2 - MM22 
11/5 - KK24 
P/l - HH21 



1/SW - FF25 
1/3 - MM24 
11/3 - KK26 
E/l - HH23 
LVT/1 - NN27 
5/1 - JJ21 
5/3 - GG21 



Although this defense appears to be 
a loose type, a second look will reveal 
it to be a good strong one. Since artil- 
lery is the key to victory, as much as 
possible is kept out of Jap range. The 
only thing that he can hit is the SW, 
which are short ranged guns anyway. 
Since 1/1 and 5/1 are doubled (they can 
only be attacked from the coast), a Jap 
landing here is almost impossible. 
And upon close examination, one can 
see that every American unit is doubled! 

It should be noted that this type of 
plan may often tend to be called "chick- 
en" by Jap opponents - it is based on 
the fact that the U.S. player gets points 
for just holding on to Henderson field E 
And since the Jap receives more points 
for each U.S. unit- strength wiped out 
then the U.S. player receives for a Jap 
unit- strength. However, at no time 
should you allow the Jap to re-occupy 
Henderson Field. This is of the ut- 



most importance. If this happens, you 
will be forced to counter-attack - per- 
haps at adverse odds with the Jap 
doubled. This can turn the tide of the 
game ! 

I would also like to take this time to 
explain why 1 call this "Operation Sea 
Dragon". It is like a sea dragon in that 
it attacks from the sea and against the 
pitifully small Jap occupation forces. 
Secondly, once on land, the Americans 
coil up like some sort of serpent. Well, 
there it is - take it or leave it. 

Now, to keep from dragging this out 
to extremes, let us make another as- 
sumption. This one has actually hap- 
pened several times - and that is, the 
Jap doesn't invade and merely gathers 
his force until 11 September (when his 
largest group of troops arrives). This 
will enable you to fall into an even bet- 
ter defensive position: 

1/1 - KK21 1/3 - HH2I 



2/2 - MM23 
5/3 - GG21 
l(-) - HH24 
11/2 - II2.4 
1/2 - JJ21 
2/3 - MM25 
LVT/1 - MM28 
1 Rdr - FF25 
11/3 - KK24 



5/1 - HH23 
E/l - NN27 
1 Abrn - GG24 
11/5 - KK26 
2/1 - MM22 
5/2 - FF24 
P/l - HH22 
1/SW - GG26 
3/DB - KK22 



The defense is now complete and you 
are ready for the Jap, There are, how 
ever, some things that you should rea- 
lize about your troops. The first thing 
is that they are as safe as possible 
from enemy artillery attack. Next, 
your armor and pioneers can be pulled 
out and moved anywhere without endan- 
gering the defense of the whole army. 
And last of all that your artillery can 
throw a protective screen of fire over 
any unit in your line. It can then be 
moved to any portion of the line you 
desire for attack purposes. 

Concerning the move itself, you will 
probably notice two things. One - the 
E/l went out to sea at HH21 and landed 
at NN23, where it then got the help of 
LVT/1 to its position. And two - the 
fast units on or near Ml. Austin allow 
you to quickly surround any Japs land- 
ing in this area. 

In closing, I would simply like to say 
a few words concerning further strategy 
of the game. The units with five attack 
factors apiece should be kept off the 
board. Bringing them on only gives the 
Jap better targets for his artillery (1-3 

instead 1-6); and it removes the threat 
that units off the board impose. This 
causes him to waste units behind his 
front line or risk the chance that he 
will be out-flanked. However, the 
fours should be landed as soon as they 
can be to strengthen the line or be kept 
behind the lines to perhaps force the 
Jap to lengthen his line later on. And 
as for artillery - landing it or not is 
up to you. But remember, you can't 
use it for defensive fire until you land 
it. I hope this will help some of you 
new-comers to the game. Please ad- 
dress comments to Hans Kruger, 3551 
Lynwood Road, Lynwood, Calif, 90262, 



Between Covers 



Jones, John Beauchamp 

A REBEL WAR CLERK'S DIARY ; 

edited by Earl Schenck Miers, 
New York, Sagamore Press, 1958, 

John B. Jones was a burning devotee 
of the Cause and expressed the deepest 
feelings of Southern patriots. His dia- 
ries furnish a vivid picture of the Con- 
federacy right up to the devastating 
news of disaster. Readers may be in- 
terested in the 1866 edition which is in 
the U. S. Military Academy Library. 
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Want Your Game 
Published? 

by Marshall A. Massey 

Have you ever gotten that irritated 
feeling that the Avalon Hill Company, 
fantastic though it is, is neglecting 
some fantastic games? Have you ever 
invented such a game, intriguing, fas- 
cinating, and beautifully balanced, and 
had A, H. reject it because they them- 
selves didn't make it up? Have you 
ever wondered what might happen if 
they changed their policies very slight- 
ly? 

Now, at last, your chance has come 
to find out. As part of a drive to buy a 
much-needed mimeograph machine for 
the impoverished Empire of Avalon, The 
Chancery will publish a set of forty- 
page booklets, each 8 1/2" by 11", con- 
taining a number of games that the A. 
H. Company should have published. Two 
of these are already in the works: Mani- 
fest Destinies, which will include games 
of grand strategies on the level of Risk, 
Summit, Diplomacy, and Blitzkrieg; 
and The Overcast Die, a booklet of bat- 
tle games based on battles which A. H. 
won't touch. The entire set, whichwill 
be mimeographed in mid-July after ex- 
tensive editing, will be in black and 
white, and will include the rules, hoards, 
and pieces. 

Those who wish to submit games for 
publishing should type the rules, double- 
spacing and using margins of at least 
one inch. The board and pieces should 
be neatly drawn in black on white paper. 
Games should be mailed to The Chan- 
cery by April 1. Since the booklets are 
to be copyrighted, I must insist thatthe 
creator send a signed statement, saying 
that his game is original and that no 
copies of the game in its present form 
have yet been sold. 

The cost of each booklet is $4. 00, 
which will probably average out to be- 
tween $1.00 fa $1,50 per game. Since 
quite a bit of money must be raised to 
buy the mimeograph on which the book- 
lets will be printed (The Empire of Ava- 
lon, for which The Chancery is the head- 
quarters, has no mimeograph of its own), 
we must receive at least $400 murders 
by May 1. If less than that arrives, 
purchasers' money will be refunded; if 
more comes in, all purchasers will re- 
ceive copies as soon as they are mimeo- 
graphed, and those inventive souls whose 
games are printed will be paid out of 
the extra profits. Moreover, if the 
Avalon Hill people decide the games are 
worthwhile, the inventors will be given 
the option to sell them to A.H, 

Send your money, insults, and games 
to The Chancery, 423 Manor, Groose 
Pointe Farms, Michigan 48236. Make 
checks and money orders payable to 
Marshall A. Massey. And hurry! 
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CONTESTin160WayTie 

The stock Goodyear, with its sales 
digit of 9, failed to produce an elimina- 
tion. As done in the previous contest, 
alternate stocks were consulted until 
Getty Oil, at 42, producing a kill. Win- 
ners were those attacking the 28th Unit 
at 4-1, Because such entrants were so 
numerous, a random drawing produced 
the following 10 "lucky" winners: 

1. Mark Ciccarello, 147 Luquer Rd. 
Port Washington, N.Y. 

2. Paul Mitchell, 113 North Avenue, 
Natick, Mass. 

3. John Ca3ey, 8229 5. Sacramento, 
Chicago, 111. 

4. Richard Rubin, 8580 N. PointDr. 
Milwaukee, Wise. 

5. Harold D. Ross, 227 S. Armenia, 
Apt. 8, Tampa, Fla. 

6. Mark Saviet, 9 Reynolds Drive, 
Long Beach, N. Y. 

7. Robert Rueschlein, 2225 Keyes 
Ave, , Madison, Wise. 

8. Lem McCoy, 1117 Leavitt Ave., 
Flossmoor, 111. 

9. Eric Erickson, Box 8, Lancaster, 
Cal. 

10. Randy Bytwerk, 1034 Barber Ter. 
N. W. , Grand Rapids, Mich. 

A free Avalon Hill game has been 
sent to each of the winners. 

Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General. 
Here's how it works 

Each coupon is worth 25f . But one 
coupon alone does not entitle you to a 
2Sf credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1.00 less than theusual retail value 
of the game. 
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25^ 25* 

SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE 

OF ALL AVALON HILL 

PRODUCTS 

MAR-APR 1967 
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OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 
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28 



29 30 31 32 33 34 38 word* 

All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submic the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the foil owing issue. No ads will be accepted unless printed on this form. 



CONTEST NO. 18 



You, as rookie pitcher in Spring 
training, realize that you must make a 
good impression in your first appear- 
ance with Baseball Strategy. In con- 
test #18, all you have to do is to get by 
the first three hitters shown below in 
the LINEUP SHEET. Simply encircle 
one pitch under each of the three hitters. 
These are your "money pitches" you 
feel will retire each of the three hitters. 

Your pitching accuracy will be de- 
termined by the closing New York 
Stock Exchange transactions of April 
10, 1967 (consult morning paper of 
April 11.) The last digit of the sales- 
in-hundreds column will be consulted 
for each of the three respective stocks. 
The hitters are out each time the stock 
results reflect the pitches you have 
encircled. . . the greater your accuracy, 
the better your chance of winning. Ac- 
curacy to the exact sales digit become 
strikeouts, further increasing your 
chances. 

Vote for best 3 articles 

Entries must be postmarked no later 
than April 9, 19o7. Print your name, 
address, Avalon Hill game you wish 
as winning prize, and state which of 
the three articles in this (Mar -Apr) 
issue you thinkare the most outstanding. 
Entries not containing this information 
will be voided. 

Ten winners will be named. 

Subscriber Entrants may submit 
copies or photostats - one to a sub- 
scriber, only. 
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THE GENERAL 

The German Offense 

by Bill Sapp 

The offensive tactics developed by 
the Wehrmacht in WW II can easily be 
adapted for use in A-H war games. 
When used correctly, they provide a 
player with the superior offensive doc- 
trine needed to defeat a worthy oppo- 
nent. 

The fundamental principle of the 
German doctrine is to enpircle and 
destroy the enemy. The element of 
surprise, as well as superiority in 
force and fire power and the employ- 
ment of armored forces, plays an im- 
portant part in the offense. Because 
superior forces can not be brought to 
bear all along the line, a point of main 
effort (SchwerpunktJ is selected and 
narrow sectors of attack (Gefechtsstrei- 
fenjare allotted to the troops committed 
in that area. Shock, coordination, and 
mobility help make the job of victory 
easier. Once the attack has started 
there is no turning back, although plans 
for shifting the point of effort should 
be made in case great success is found 
at another area. To be sure of final 
victory, a large group of ready reserves 
should also be on hand. 

The Five Basic German Attacks 

a. Flank Attack. Considered the 
most effective form of attack, it gives 

the enemy no time for countermeasures. 
To obtain the necessary surprise, the 
attack group is formed at a distance 
while dkversionary attacks are made 
elsewhere. 

b. Envelopment. This is a combined 
frontal-and-f lank attack especially fa- 
vored by the Germans, The frontal at- 
tack fixes the enemy forces as the flank 
attack drives deep into the enemy re- 
serves to force his retirement. 

c. Encirclement. The Encirclement 
is the most difficult to execute but is 
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Where Avalon Hill Games Are Available 



The following names of dealers sup- 
plement lists found in previous issues. 
These Lists represent dealers who have 
stocked Avalon Hill games recently. If 



your favorite dealer has not yet been 
listed, drop us his name and address 
so that we may include him in the next 
iaaue. 
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the most decisive form of attack. The 
enemy front is not attacked and the main 
attacking body passes entirely around 
him, with the objective of maneuvering 
him out of position, 

d. Frontal Attack. The attack that 
acquire s one' & goals with the least 
deception and the highest casualties, 
the frontal attack requires a great 
superiority in infantry and armore. The 
main front should be larger than the 
area selected for the main breakthrough 
(Schwerpunkt). Adequate reserves must 
he used to counter the employment of 
the enemy reserves. 

e. Wing Attack. A direct attack on 
one or both of the enemies wings has a 
better chance of success than a frontal 
attack as only part of the enemy fire is 
faced. Bending back one wing may give 
an opportunity for a flank attack, or for 
a single or double envelopment. 



The exploitation of any successful 
attack is described as the penetration 
(Einbruch) and the breakthrough (Dur* 
chbruch}* The penetration destroys 
the continuity of the hostile front. The 
wider the penetration, the deeper the 
penetration wedge can be driven. The 
reserves protect the flank of the pene- 
tration against counterattacks. The 
deeper the penetration, the more ef- 
fective the envelopment and the harder 
it is for the enemy to withdraw. The 
lead units continue to advance as the 
reserve units roll up the new enemy 
flanks (Keil und Kessel), 

With some practice the A-H war 
gamer can use these theories as an un- 
stoppable offense unless he ie far out- 
numbered. For comments, address: 
Bill Sapp III, 16772 Otsego St, , Encino, 
California 91316. 
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The Infiltrator's Report 



Probably the most statistically com- 
plete football strategy league in captivity 
is operated by a Harrisburg, Pennsyl- 
vania group headed by Harvey Freeden- 
berg. Recently their four -team league 
found the Green Bay Packers defeating 
the Atlanta Falcons in the Championship 
Game, 18-6. The league's statistician 
has broken down each game's statistics 
to include even average gains per play, 
total offensive and defensive statistics, 
and just about every type of statistic 
imaginable -- we venture to say that 
not even the National Football League 
keeps a more thorough set of facts and 
figures. Hats off to a job well done, 
Harvey, and to those who are interested 
in conducting their own strategy leagues 
we certainly suggest that you write to 
Harvey at 3525 North Second Street, 
Harrisburg, Pennsylvania, Dan For- 
man's Green Bay Packers won the 
league, despite a poor pass completion 
record of 38. 1%. Obviously, his Bart 
Starr was sick. ..his rushing yardage 
outdistanced all other league members. 
Sam Freedenberg's Atlanta Falcons had 
an accurate passer whose completion 
rate was 57.6%, his team losing to the 
Packers in the playoff. Who finished 
in the cellar? Who else but Harv him- 
self. Now he wants new teams so we 
suggest that you write him at the above 
address. 

James J, Stein, imaginative war- 
gamer from Chicago, with the help of 
inventors Jim McDonnell and Jack 
Donovan, is offering sheets of enlarged 
hexagons which eliminate the unpleasant 
task of unit- stacking . The hexagons 
are approximately four times normal 
size and he is offering 8x11 sheets to 
all subscribers at cost. Simply send 
a stamped-self addressed envelope to: 
311 W. 104th Place, Chicago, Illinois 
60628. He will Bend you one sheet from 
which you can electrostat as many copies 
as you wish. 

"They played an outstanding, very 
gamesman-like match and outplayed us 
all the way," is Chris Wagner's con- 
cession to the Indiana U Irregulars to 
whom his 6988th Security Squadron lost 
their Stalingrad match. A re-match is 
currently underway this time through 
AHIKS, using the ICRK results method. 
Let us tell you about the AHIKS (Avalon 
Hill Intercontinental Kriegspiel Society). 

The AHIKS is quite exclusive. . .only 
adults (21 fc over) may join and they 
are immediately matched up with op- 
ponents from overseas. Teams as well 
as individuals are eligible. The ICRK 
results method eliminates the use of 
New York Stock exchange results in- 
stituting, instead, a cheat-proof random 



battle results method that can be used 
by players living in any country through- 
out the world. All inquiries should be 
addressed to AHIKS, P.O. Box 116, 
Adelphia, New Jersey. 

San Francisco, the scene of much 
anti- Vietnam war protestation, witness- 
ed another protest in the form of a call 
to ban war toys by democratic assem- 
blyman, John Burton, Burton will in- 
troduce legislation banning war toys 
altogether. Child psychologists say 
that war toys are bad because, "they 
help people accept an environment of 
violence." Avalon Hill's President, 
James E. Smith, is alarmed at this 
legislative proposal. He counters that, 
"War games offer persons the dream 
of command without the responsibility 
of accounting for actual human lives. 
Players can see that war means misery 
and suffering - before having to experi- 
ence it on the actual battlefield. In some 
respects, then, if more protagonists 
would settle their differences over a 
wargame, perhaps many actual conflicts 
might be avoided. " By nature, Presi- 
dent Smith is a retiring anti ^militant 
man. When asked if he would take any 
action against Assemblyman Burton if 
such legislation becomes law Smith 
philosophically replied, "I'll bash his 
head in. " 

To answer many subscriber inquiries 
regarding the discount coupons; any 
number may be used at one time with 
4 coupons as the minimum. 

For a highly interesting booklet {48 
pages) on the history of earliest board 
games, we suggest you write to Parker 
Brothers, Salem, Mass. Ask for their 
free booklet entitled, "75 Years of 
Parker Games, " Parker Brothers is 
responsible for many "household" favor- 
ites such as Monopoly, Camelot, Ping 
Pang, and Key Word, a forerunner of 
Scrabble, to name a few of over 300 
games developed by this pioneer in com- 
mercial game publications. 

Thanks to Mark Goldberg, Berwyn, 
Illinois, for telling us that Donald 
Feather stone' 5 new books, "Air War 
Games" and "Naval War Games" are 
available here in the states from: Soccer 
Associates, P. 0., Box 634, New Ro- 
chelle, New York, 

Victor Ger vol's new war gaming club, 
"Aggressor Homeland", bases its 
organization and doctrine on U.S. Army 
Aggressor material recognizing Es- 
peranto as the official language. Mem- 
bership is selective. Applicants under- 
go " screening and must carry on various 
duties of responsibility. In return, 
members acrne fringe benefits includ- 
ing the right to purchase war material, 
Aggressor's latest game "Iwo Jima", 
for example, plus revised Bulge count- 
ers, Stalingrad Airpower counters, and 
"many more items too numerous to 



mention. " The best feature is that "no 

dues are charged, " Inquiries should 
be directed to the Minister of Interior, 
First Secretary Circle Trigan Party, 
himself, Victor Gervol, 5131 Juniata 
Street, Duluth, Minnesota 55804, 



On December, the 17th, the Grand 
Rapids wargamers (under the banner 
of North East American Theater of Op- 
erations) sponsored a meet of all Michi- 
gan wargamers. The meetwas attended 
by 23 gamers from Grand Rapids, 
Cadillac Dearborn, Royal Oak, Plain- 
well, Flint, Rockford, and Saginaw. 
One of the main attractions wag a game 
created by Tom Webster of Plainwell. 
It incorporated 11 22 x 28 mapsheets 
and had the entire continent of Europe 
from Tunisia to Northern Norway and 
the Atlantic to deep in Russia. The 
campaign commenced as of 1939 with 
the armies of all of these European 
countries represented. Germany, con- 
trary to history, kept the bulk of its 
army on the French and Austrian 
borders. Meanwhile, Poland attacked 
Russia (? 1), and the countries of Ru 
maiia and France aided Italy in a drive 
into the Balkans and southern Austria 
and Germany. Other AH games were 
also featured with several bat tits going 
on simultaneously. This is the 4th of 
a quarterly series of Kriegspiels, The 
group plans another meet for mid- 
March. Contact Brian DeVries, 200 
Hubbell St. , Houghton, Michigan. 

The December 66 issue Df King 
Magazine, Britain's equivalent to our 
Esquire Mag. , published a 6-page fea- 
ture entitled "The Power Games", by 
Roger Elliot. Color photos and ratings 
enhance this article written in typical 
BriLish syntax. Rated were Twixt, Ac- 
quire, and Stocks & Bonds from 3M; 
Tycoon from Gordon MacKay; Diplo- 
macy from Games Research; and D-Day 
and Afrika Korps . Acquire appears to 
be the best of the 3M games, receiving 
good ratings for emotional entertainment 
and clarity of rules. We even think it's 
a good game. Elliot, however, advises 
that you. . . "relegate Stocks fe Bonds to 
the bottom of your shopping list. . .it is 
simply a game of chance; the result 
purely fortuitous. Another serious 
disadvantage is that Stocks S, Bonds isn't 
any fun to play". . . quoth King Magazine. 
D-Day and Afrika Korps were the only 
games to receive "excellent" in value - 
for -money rating. Best overall game 
awards went to Tycoon, a simplified 
form of programmed business exercises 
incorporating rent, warehousing facili- 
ties, production costs, capital invest- 
ments, situation cards, Running Record 
sheets, balance sheets, ... "my word, 
Chedley, its Management by a different 
name. " 
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^nlfi Tu]i.ei «onh, i....ri„ Eeiilj, CAIiF. 

nuts., 



.LLI lil.t 



II Lnlr 



.■U*tjid«md. w-* trie 



.:>^i 



jmIL mm nr wrlrc^phrnit J ■•h-l'h ^ ^-. Tim 
5. PMktae. *4M Dor^irn Aw , Tlninnie 

CelH Ilfll 

Hfldl**- r»»-*a-l«e* r>ppcn«nT« <nir 
&11I* , A(V, Dilft*. inn Ulriway. nrif c 
ifkytiridy In Th* RnHt*nrt* *r*i {'lay *.H 
jpme*7 Ji ii, plea** cnnTjji Itau*- 
HarTirriervi. ii 1 C»>4h, H.*nla*.'H, Ceil* 



i.r 



"il! 



: tlJ 



try (£>s*Vj, 

Why, **'f» 



fiUVT 
•If, ■>■ 

ny br- 



Lli> 



in.to- 



'-■■"" 



W* 



p«tfinii! Wr pUy Afriaa Knprn.. Will 
tl'A'.. I. - |-»y «.i;rr^i-.i li\lli[., »,„. 
aiani. All>«. rrr?ttfr, A F# you brl.4? 
Tpd H* r pki-m. i.n rJeirh H*j r ?0T aaw- 
lJBjrt i>k. j WT!llrriln|Eaiii r Liei. i'i-itfj 
■tenlripni* ol ',v .> -i.ir.,. ..... £i i". MfahM 

'0 Join i-c-f.i.1 -luo U'"(.(t5 rg L-Dm^*riT^>r. 
And UhUriiimeEile UHtfl tti* pb-rn U-Uiy 
(jU1it»|J. Anyatuf wiefunj uj |»JJ Cfi*n^ 
idliartVllii J Paul Buael, SQtJiJ tfftf, 
Ava. P).W 1( WdahihKten, IXC. JLIUJi^ 

phntip. L iiJ-ii«l. 

hitiJtE k»iir il.-LLit in g.iitf r ip^t, 1 I\f 
li-n^it* *rtrf Bm pl It irH «jy^ R r eAItti- 
iTiftfl it e-nfljg* ivi iptci VWili CorLi- 
mand i. ilcti ol mitc-l^ni. *tiL(-f. (on- 

quci planrla, ere lhc univrrn, Tuilnj 

p T fln|, H-igi MtBra* Si. f H#Uyw»9d. 

I'le. 

WMI h* Ln IPS* Au|a*Ei Georgia, imi 
dfiUnpj u,i haU" o( June. LoMng lor 
lUt campaf. *,ep*fwncB ih Afrihi 
Koppi. Bi.ul* vl ih* Bulga, Oil tskrLrg. 
CUlCrUIClftU, bUilAHFtd, W4l*rl.ge. 

AWit* ^iA<ny, Box ilSj Hi. J AIA 
j-ou:r. Mslboui-fH: ij^jch. Fi*. it^ j. 
1 na#d np.pAft,ni, r*r htil im. K Fid, f^aJ 
air^nal or pMite. 1 will mltiy any *idc 
with ny rulr> Wlfliiri rruUpa, Wrilc 
Hl»l!fl Kn"P. #1M #. ArrrifcB|4, Ab-1. 8< 

T^<itei.r FJa- ilt"T. 

Ml*-,1 hprofel Hoth'11 your hi g rSiantc f 
■ffthAf fj—p-r*< Veil. 1 Nn_ il *nJ 
HiemiFckr (*IMLII lb* ItlHI Jl m.**rif\ 
by mall. Al«* P BIin d A, It, aiv+ D«Day 
p&m. Jiy HtiHmin, lfi*f f.*fi|r*] ftr r , 
f lir*imcar, ]Hm*>i aC4ar. Kaply 

(minimi. 

'Tn«ra if a K. TIiL oeal co be anjDyad. In 
WarcamlUf. ■J.>n.:h, it ]«#[ wh«fl -.v.iiinii^ 
ibjk tell - piidri t^hm to turn* od.. ■ Try a 
■ itncui WitfiLrfiinj Ciuti. iTy CTHtb 
CFi,n1 niPfalr., ill nr Parh, t-n'tilj 

mii. P ,# WKj 

To »L1 PpiF*. HDOHIMi '"<i t'iLTO¥t 

in n.jithtrri ULnci., The Fhl'r. f.>!iimn 
trrnrr|fi h Joim nWir, awj,il ttiir J .m.- 
■■-.!. ■-'-■.■ "-;-., . dVetco.'VL*, l"*|!|tiilJ Ly, 
CrJIOTJ £-l«J6* of Wi-LIC G^ilit Wllirttfj 
j-jJlO MerthtJI. We.<J-cjjj.i, HI. N P ybg., 
|i.. . . ■■;:! [or S-jiaa. H^BAj 

Guadaltanal, Wj..e ring. Want new 

tf[ii»d Tor in.-p*»«*ci. [47T1DI, HUt 1« 

adiidU cr malurc tccnifrtl. LnlcrrX- 
r-d? Wiltrr AT LaJl Jtici Sloin. Ml W. 

L04tL, PL, Ctlcai*. Ulinoit tai,2E, 
PU 5--lJi7^ 



AllkUUE F1[IF 


IIFIILEll *t GrLL^IiLlUlV 1 fi* 


■ICtnT C Li Li AH u 


. CSijill Lr( i.'li:» At i.tiii.i 


IHt;lwrd Utcl 


IB. .-!21^W B »lr- r , ElllilLir., 


III. : ■! 





m* f (,r h roMp» i 
laVfeMWh wrt& Iri 
1M Gftniiaifri at Aau 

you <» 1loht> :*(•»» Hartn.j.y, i tD B.iH*JtP;- 

t'jE, .uj.ii iTiiinrca, t;aiir. 

Ajiyu-ni inlt r» pCErt 1n i^i I n i n g USCAC . 
plFii* L-onbcl Albert QMbam, I H3 1 S-H 
Wef. A?l. C, BUI Haacti. (_lt,r. AH»i, 
ptriuni in Munich pl*l»» d&nraft »n« for 
pLiyinj th! t eominji <y«ir I n»*d op- 

For Iha leu. Kaucharn LilU'orrnini noT 
*lr«4dy Ln (he belt Bftfb, J^JFtati IfM 
(imiN, pleaac fain Id me.hE it LVW 
ll Will Tl*t *Mtli<i: *Ut *»¥ ffll(iF;f clun- 

M*rc Ikrbnil. fll4 Hi Id*, AnaKcim, 

C«!tJp t pn 92fian, T7^,iaai. 

iOtt AgK'Fiaor A'my lue TrUunpSiaD. 
Wt met Afee' <ballS*iB ahQ tui 14i«rn. 

A* of hi!*-/, v^* ai-t Lnvfldirifl. tfelif^rnta. 

irnd ell reiLJbi* wLUun ) tattr^t) Wt«U 

ar ■>,;,!, in ' .[■t-. !■■■;. tiala CtleUHi 

[H lb L Paiimcta St. r Jit- jE-hriJgT, L^tJ. 
n>) Picht. Devt w[iliani>. Al Leii-et. 
Paul fWkwjlM. D+*s D*)t|>iihi. 

Clerl,, 0*r> D».I»IU. rind 

rVMAlMn L.I [br ISS Hniir; 

U**. CNttt irlSt* tOUittt Ht 

cau wop anyone in pTe« Eniilind. Dg 

yuu ijppuir ue' If *u, wrLLE tEjaeph 

ALigl(,liJ] u , Jt. L ](, OH» ti SbtMaj HaiL- 

bj. Cmmtttltut flu 106. ^__ 

Pi^iiEia (ur a mDrnrnl Li> de iLru-ji LhF V 
Cult,,. GjMCJi, ;Iif +i.i ^ (FtufMI A^my 
rautluuoi- * ,H- m tMfftmtmt al Mil*, (i 
fill! oppuBB ui, i#rkJF. Hh* r B.Es'ru'ppen- 
fubrri Xm rna aii .On PiLlic, CiiiEiin.«.iid- 
in|. 23 Cbapui Pla.t. Utttlanj. Clfiuj. 
0blJ4. 

CippontEiE **F.t#4l*r aytatll In evtUU 



+ 11. AmirriMii Army, Itilli [3i,-.n.-, 

diLmr IlLlnwE.. Any t>H*]l*t>i*f * 

tw ™^»lw,^ hy Mjirrri 3*, iit IlliraiL. I. 
rrini, Lt, RnbiFTl NbiiI, ITU Ddjee.b 
Lainc, PB orla. tllincti bl& H. _ 
tauLLie II 1 will e«ha Ihc DIue Aimi 
a.iiJ i-lMid Ai *nij Jrl^ji any AppolMlT 3f 
rli>ti in :ii' wi'rlil. t 'i:-.v a pLiy-tv- 
■th,! Bil_ FL .i=. M., lai.ii,. :■!'■'? i:"....i.tiiji. 

Avf , EIklii. Ill tQUO. 

ttrHHr.s. rnfFFLBiBFe fPF a F»*M club I Will 
littll anyone U Jrt». (c aduJte. Alia 
will s^chiiifif war plftnb. an rfldlt «J>i 
HW*. Gtll Jll-6i6i Si- WPiH « 
bUH. Ar«fi«. Elimtr*. Ky. liUL#. 
Gary Citktcll il+a **uld Itkc ideu* »n 

^tl|,.l:l.| ftCH jaPiCI. 

I'iee lothPii-ui Xor if«tE-io-rec" cpiooiicftla 

ta Ne* Oiie+n# ira». Will tfle. r any 

mi «uiit, LuuklU|> fui L^Lutj in ihli 
area. Ek« LvEhiuri, IS1 dcltl Sfc , 

H^iddtia, JUrUiaLelU,, 

Ajfur rriLilitde H,a tcrU th a t Lthae enh- 
!faci*ii Fiiilnt, Sew [larTspntiir*, Crwii- 
L» u ri, IrttUpEE, and ejM ,-.1 CmeJa <a*l nl 
Uinmibi. Apiply iot a BammtMaflBS I.'' 
dAyt Jabn (tampurt, JJ! 5iujirj- A*co>». 
UVrr r--LIL^, Mj.Li,a n-aqg L - 
Ai;rctKi- HDmcla^d'* A 'WW l-'« , «*lp 
Norlbtait iimnHint eb Tnlnl and Utldie- 
puiEd dUi ii i L natron of W«* J c racy and 
Vt-iLMnonll Any EhaiUrii.«t Id thk* iblrn- 
lu'.e CttiilFill mm! ArrlTP twfoFC ApriL 
U Akkieebue Aba*; all4*[ .:r.:tiM r*ll 
Di,.n Libby, If* WUtiaEn Slrtti. P4Tt 

l.«d. Ma. Ins ^^ 

1 will play G^.d., BiLta, , Sulm. «f 
DkLlt. Either eidc, any rttUjfe* tfBTul 
m« y&n.E tnrTTia, AI»o noad rnemtcra 
b>I HewLi fDTETied club, thruab, Writ* 
to. Tom WcndorF. »QT Quntan Of.. 

Adi-ipiu, Mir gajj. 

r "-■- ■■ 1 1 r i Jlrl.v in need '-'f OLruullcntE Ln 
DelliitiurF am. Ilarc hltd**/. D-D*>. 

TiillLi II. (Htthj-. , A-K, 7*c«-lc- 

■Ukojulfi, Call off HTlHr SttfjEicn 5ULk- 

wiLk, Lr.jiiL.h.i^A.r . QiJt.rjujfe. 

Harelaad gjS«j3jj Ajg. 1 1. 

Ueim:h'j«>lta he v. 1 1 raid fijf thiW- 
iih4y ' 7C■nqv^#^^ng■' ptnai lutu. Join 
Uacac. E-..-. '-. i.i^* :i, .f-ii-j.- Ldeai * t" 
ujor.hy patra, i'ul tha adilil back: Ln 

fr«Kn If-io-eduli. Lt. M«Fb iuj'fijjiJ, 

t«. Army, LT£CAC r hi HilllilE) DfiV» r 

E, l-a BFiTi.Bj.dpw. Mm, OlBJa. 

■ Vit t(ihiiL«i r Ail Jaift up ivowl n^Bme 
Ola, conir all. f iieii o.-llft Mi, 'I lie 

WGA *inii ann ie**eU to^h W' 11 P 1 "'" 



Ml raachuatttt ffirnmeT|l Ar* ytrU 
toim la In A||'o«k>f ana ih* 45S Par. - 
He Army dlvid* BID bcl^vad ■tan ? 
He* Th«o join ot ailY with th* WCAl 



OPPOhllFNTS WiutED 



Walt.:., M..... iih JU r t5m?^. 

Would mi TOM pn.tntr. foi- D-JJay, 
&E!ILyabu,rE;. T*CMee [J, B* E-dft K. iTl- 
Llude naini. iddreeF, »(:*■ *■>"*■ EUl4 
aujn weiitad.. Will p*li ufT «*tr<> at - 
ccr Jin( tu Kfm David Ayirt, h EfaHBia 
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MLdwAy *i 


rd Gll^dali 


■JunXt Mu bi 
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J. Re- 
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. ]6I*Fuj 
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i, hfLtiiitiii 4^0 &V. 
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Jv£i..h..ydi. Wiitiit.<N. n G *d 
flj^hl? VTf'.e bcaton A,«[eaiai 
Aimy but didn't leiibeil! ll> n.ip !kiFJ7F . 
WlI.1 plaji auulbrr Kj-i r Hapicl far MefCli, 
5iagy.eaElu.iii arkmnr fu r 1 raliatii. fja liiU 
rnangiiB C>>nlaj7l~ Rflitj riFiFrlPB, 200 
Kn^^ll, Hm.ijjr.inn. Mirh, 4 l j^^l < 
Tn All 'Vpr.l.r enrrnplea, F r ■.. ir: S|jr , - 

ie*j Finh CGinminri, Join Sp*]*-"* ph>- 

for* yon ir* e-on-qijeTui hy i>». riifipr- 
BJmat - E0fiEe.?i Sb*Ci PS HLflh CtiflTiflaM, 

7)5 Etmwood. Dt>«rhp-rfl. Ml^n. *H1M, 

gFrincry Live ». 

A|gF»t«or HDrrEBliM fidrvejuar e all I 
IlliiBcie and Indiana h.a.i'4 be*fi ]ti>*l-»T*id 
by in* un-iuahinEj tercet u( AjfiFc. Jo-ti 
A£j|.r<: #.6r A.* and tn) ia-/*-l*<± UrilPi 
JUjiry. L.VCK FVagUuna, tWl WiLLard, 
tJ..inev,', Ml.'i, ttt^Dt, UmUlnti Apxll 

Th.j il.-.ind_-F al duf guns __n be l-BsFd 
araur.EL 1h< World; Mil lighlmitg ci ailf 
BUanki LUurn.hntti I ki northern aky. 
Jiltn the LtltlFTHIe UrjPH^nqitljl !i P |.»Ai d.jL 

tion, MsIVMUHb Field m..fj-:hi Gary 

k^KHrUinlia*^ II CLbann. 5,l\, t B 0r . 
MinnEepta, 

JviFiAcfirtBiBipr'a Hsi-r War. ihc fracd 

enfl rru.ia.dcu A|*inpt [he pj.|aEi Lnfldcla 

sY fam aniduali. 4'*e cam* 7 ,i unLtc un- 
dtr the. Liner .iJ j^rrrcesuiE. iiloy live 
■.... - nl ii L.uilLn .r.1-. TrotJimu j ,i 
VUGtif^l, f jlil JuULnle. Dulujii._M mei. 






AH fiUD |49 Kf. fin+J r Minn. 



Pay) "FF4f Ma*T|.* /Eiur rjame. Hi plpy 
jj.IL o.LFpr L,hin. <.£l«rp"LLIf . A-lejreit 
tcpllai la Lfir.cc re, ')M VI. Hayt. St> 
Paul. Minn. MU 1 . 

f .ana Tp ^^mplele ceneh/iaaF gl Upper 
Mirti»Fi[. Kriwi, Wiv leJta nn rh c mlinLii 
■.!■:; Mi. -.-iii i -.t Flf if h.lhSiji t;.ii . 
CCMBaHflawi, H i.it™—. Anact. Stlvar 

Plf, *J*n.n. Wtfj 

An/ adult mHUAp I* cgrrClpiU Wilh 
in Lulrffn... r*4lklir< at !i - ■Aprir- \.| 
pl-ayabi|lily (jeiro^ee, |>t«an iio-nlact: 
John WM't>F, J.ILW NofAfti, J'UeH, 

Michigan WjtH, nr J I J ^t * 4 Vyj 
PtflrUftA.H, tn mAlle tWlUtUi] uptinn 

Wiht is fatt+. ,.»rt,Ln£ dub. Ullitary 

Jpi.j-iini'r.r,, ■:!.:■.-, 'IV •'• ttlC - ::,|, r-..-!.: 

ywii hAvr-i lit. trennch pi ttrvktB. and 
•WMA^pASMtc. IfA.r.O. , P. P.O.* 

i-i'id haTri.F ul (iwl, tc-Jhlr-r, Chlitk 
liai-Jc i. 3d; LatuF+ik. P*lriiy*a, Mi*- 

•wri 61-161 . 

UanF«d: PftM npjmnent fnr SlaLnl [I 
ah! Fed) alan am IrjokLng (nr Info r ma - 
Ugn »baul! rr /H'. ( k bVVfllH *hn.ur -Nr 
Tnin^-.-raiz.pj.ji-i. WrlWTPiSwvrr larah- 
fvn, ULh We.ii, M-y*T r Kimi L^y, 

Muaoiiri P4I13. 

IriUrJr., DunaHnn I Silly la th* dinner j^f 
■■■■• Tfeje- a»d V'-.r. All iijft*Te u rh« 
fliiifio IfiIuxVh *'»• f"f r AFH/JOFn, ^t 
MUU ^F*atval« Ur,, Si. Ijpllia, M0 + 

Ml 1 1, 

A(itreB'>!ir HornFlanl'i u !h~~a>m)< *d- 
neufi«Felhe**o*T4HEinti-l L.clo-iao'jl «,fiy. 
tblni ctlfllattinj A((iMf,r cnniFdl cJ 
M.aatruri, Ksneaa 4 CalajriJUU T»*,KJi~i 
he Jrl.ii-i I, 11 .: ■' "■>: i. , .r.r..::p t».'U fIi.:il- 
AIHbU Kei-iH KeUVi *.J3 W. *blh T«fF. r 
Kam.a. a PLe ? , Ml aBJUiF it 1 I J 3 , 

In lie* - -p- ; i ■- ■ ■■• --- in LI I-m-, *Ij.::^.. ; h.'. 

(fJ^rtnani] TAOHci II, d-Hnag |r«a]. 

A-K, L*attyplmF|i t't* JiUutii). Conl*-Ct 
Hew ^ylta. Mi* Antira* PHV*, a, 
LrirllH, Mu, liiisJJ nr call ?'J-S f-iHi. 

W+Ahd *"I""tn lb 'he Spain" Mi*nc 
co Area, Cnntacl John Van Drn Befp. 
; /ci Arnaricac. L-oneulits [^Fnaral, 'I*ii ■ 
inr, MIAtUi H4ye AK, Bliti, rj,c- 
lica-n d 5ialia.gradi anrtpthorij 

an j k"..~ -jf thai 






DVKtNkWII WAPITKC 
Will piay acy A-IJ *»J iBLUfr, Hivr all 
but r)- Da. AS'j OaCludliiuj C^ActfUiU*. 
viLlfl. in pareon otjy. prnlbr ,:f.ll, e * 
e|4d«411a. li»0 will le«.rn uther war. 
|tincl. Cc-rit»tlC*-ui B c & hiicVa. Z12) 
HillfTX-C Ava-EiuEF PtnnuuMh, fit* 

jTFiay flil >0, tihojLB- b^.UHlfl. 

W.Ulii-plj'v*l SllljtB Jini*. jLanri ad. 
dnii, i*fM>Ti*oc« iW* pj-i»rr*fl r *M 
kf yauwanCty &- Army, Divielon. F*. 
Far aMceri, UP llOth PinF*F PfLB*He 
f u e-enfrta.r,e|+T, L* riU 1* ABiflreW Setic-dS. 
«Ui Depaord k4. , OliafWro, M, J. 

UIVJB. 

r.iLiipna n f !hr F:mpirx 5laL*-l Hpfend 
ynur harneland ircm the ErnruFhinj 
hui-deB Til the huuir uf Minur^i Tu in 
th». EiFiplTe ".r Airalnn C(.F|iaif;t Sir 
Crnrtf 5rferlF, 9 hiif/lnginn PJara., 
PrnrtTvlliBn. tJ.Y 1fl7CI* 

ft.pt-Ti.*Pi^*d ja(Fir.r«.iihtB wpUY'BHri- 

- '- ■ .- 1.- -l i n-- -i ..--i ■* r «v[F*rlanr<i-rj |i rn* r 

j w('U b« bin*. Mm aTnmir o» '.|h.«ri 

mupt r-.i'i-.- ■-:?-!, arifl !: 'a Mir Albany 
&«tJ.tfto Sia-d fneLan, II Pupil* ppiirr. 

cbIijui, Wain TQffc ilui4- 
II ypu ar* a rtMn U*n. -*■!»*■ it tkwfl 
I-j> miF^ri 1* brn'itli. t am *ij.t. nt j tft|| 
yrj,j T ii r ,[ move. s*nfl IIT OQ Df ITWC1 
Army 14 U. JucJe+tl, ft.&, J. Hirpur.- 

villa. N.T- MJ*7, 

tlalpl 0ppan*pt* 1 linL g&t I J rllty 
R'l.iL-. IJ J''-j . , CjuidaLcancil <n<J. ^i.dii-i 
grad. Aly chfica ul aidai. t'm IJ and 
UUtaBU 4nv°nt, WfiI*. :■-": DM, 
IT". H UDIh Averse, JJcEiaira, Hbpv 
VufK IHM uf ca|i -lli 114 lilt rfc, 

;_i^m. 

Acirnn»n- Mv friend dnd I alii \o,n tha 

lirtt club t« <*r>tt- lo- u* P Wr *tr expe- 

Eime;*d in llf PBM lamcf. UTalU* to 

Prtfr .M-lliia.^^ 127 N,-»n A«*nur. 

JamcetuswT., St^y ar |. HJC1 

GbBCntnt* '.".nritr I ■,.; pffey r'llriiv* Hhfr(,i 
IGrintau Bant) BuJ^a- (0.9. Tuiuli*- 
mia\\ nUlifaitg [A*4 Ttiuriwniflatl O- 

IjAj fr.Eim*.[. naaicj PE1U uc Jin aeud 
(EFffaBrt And i,jLf= (6 HiLhard Hill. S^ 
Wral 17£3tjiEl, New YurJi. Nfw VurJi 
I6t>1£, WA.T + 0409. 

I Would like to lj.iv A. K. ..i-: avljP 
I.Ij.ti. 1 wlU IaJ<« Am* rl eari» In Bijl^a 
lull optional ry|.. -), HHl kHJ m A.jv. 
Chrie LviLna, HJ II Melbourne A*?., 
FUehL^ji, M, ¥. ilJtT. 




WiuJd Ilka (i>c#-u:-Ja,cB etppananiB Ln 
WawrtQP, fi.K r , G»rxyahu,r fip Canal, 
Midway, £U<E. Bulgs, STbLLn in Olai- 

gluw A, F , D, and Ciaaftaw ir*a. BUI 

rjT-jy, *»ia uiM Court, Cla*Bfl | *'A.I". B. 
Mont, ,^B-&ajj T 

fpj- t»LF fMrd fJTJW *Jr(nmili)l H 4 ll.Itii 

tfLuba wiih te.fitteiiBd, cuim*d mfl. cua- 
.-■iLi-:i fcHOf 'i* HM U-Si Lr.fi-t any att>tr 

uactid hnial "ia"Ei4 be uaiiil, rl|IHf 

Rifhil Pretty nl*aacV Alan CUfIi, 

TjLllan A<.*B-amy ± T.llanii iN.H, 

T'h*i^ Ij t.j middle |ro«nd, l| you ar* 
not with. U, ■, :u tn »i.-in#L Ui. Enhc j 
joto 9 r flilil, ■:■>-!... >. WCA Flold Mar- 
mil DctcBEd I. FiiUfrreJo, P.C. Bo.n 
3-J.. Orhcd, h'.rt. &^777 far EJllieE, 
(jpiror.* q tt waryteei fjr fie b - «*■- f*JT« com- 
ImI iu ...j. AH Batlle- Craii-n. WrlU D. 
Scott PilEfli. 1*1 Wlieclir Hall. Oar(- 
mOulK C="1|e(<, |I»iwvcr, Hr* Hamp- 
shire M plajuc tM-?ISJJ, {Urjidur Will 



'. -■; 



*m. 



The Sad Liuiit lit iu.ic.i'carcd Ln id' 

tnreaiBd Ln jciiuiEi£ LhiE tlib, jjIbbbc i"?]li- 
■jr! inr. CmrWubcBEFn. ST Ou-nhatlt 

Aw.. Blatunflnirl. W.J. Q7Qfli. 

lat :.S [■ nn tr.B- mnvfll Hniilin Afih, 
vrMj WLU '.-■ ttlikbeti. GLV4 dp fldW I Th* 
Girmmi H'Lil rruih Jill it pbrn 5iiUn. 
S--a'i. TOUT t»644 WtLi fill Ih4 '-'vljt 
and 1,-j.i-,: . iC ^.ji ■■:■■:■■; let., . .•mj- 

Uf. "The Sir* arid Starr' 1 Ciih> BHBeV 
• il] HrLjjajB Lnvad.r.1 Na.itn.nn JfraAy 
and ia lDD*lriij Ear Xante** U ^i*.* bat- 
La. Any A, H, ttttlaM M , Ma lr°BM. 
Bab S<Jvalp P 10 Wt m\ Harriet Ave, i 
PaliaaUa* P*E». L Tew J^i-a qr , UTt-bC. 



OPl*ahlP:NTS WANTED 

Srf>DlryL11i. Chid «1|e9. PrHnot 813- 

Mil. _ _ 

AChtung |i» lb* buAchtlT la nur. Help 
*Ei.rt lh+ r*lfln aj HIM Ih* hatcher. 
flml* t>f ih* aulj(* only !f?d ?a».r 

nil! r and *(.<-r'li optional -rul** vj'. 

waELl. Uithael Kupiet, ]4li LtcLli* 
Am,. C lakeland., ijh.p HeiO^ T 



Guard 
fa Kb 



«l Join BJ« i^ractsFLan 
wiir a|*ina«. A(n«, Trie 



Ul b«CE,niir rt***cKd 

Ui;i.uiiIil.u I Hie ruiti^fL. luir, DP with 
LKift bcal aLid jL*in Ln oil [lit IJK.il* -1 
Battle. ■.:.! j-.|j L*i.'if Frank PfeaJlMj 
liillFi fiiUljnH Aar. , UfnlTur, W V, 

hrnrarr:! We irr Sm. hedi J'h C^ill&H 



ihr ■*->'.. Any 



BUti 



F .i ■: i 



lac* III pml A.H, |*bM*i J*M Short, 
nalB Melauu, +-lih* LT~W OiWeUI mt. 
Sieve FttkaraL. iC Mar.jn. W«*l&e 

d nL*, MeW Tt,rh HJH. 

Lf yr.ii ilvr in Mew Yuik IUN jdifi C-in- 
irnn lEght with iIif Wn war slut JMh 
?*nd IEb[ uf &Biii6*. ^apcilrdf*. and 
phnrt (.quLprnpnl tn- LaursliEE Ru*icCkj. 
U SlEipon »,. Hr UD .ll,,., N** Vo.Jt 



of 



Any --ir fci'iir. .■ in lKe Diy 
LnlrlrelnU ib a Fata • iLI -f*Cft 

BI.lLj Du»f. GuadaUanal, D-Ctay. 

UK, Midway, di Hj-ilyBtiurg 'tiS. r.nn- 
tart TW.yla Wj.lti. S^S Plj.nnuLS An., 



J tpeilialiae Ln playinjr. CeEn 


MB in :.|i. 


injjnd againal ut>cfi«Jnlr 


riLi..; Edfle, 


fTVfer snawre ir:i&w>»ui. 


1 appnnent. 


Try fnr EWa PBM mayee 


p« r week. 


Sandlirat movi ui Ian Shaw 


, iH' r -5'BtflBTl 


Av*. i LLlvtDh.i fJIUrj 4^4UEt. 





TSrf *fh A«F^«°"" "■ dF'endtnil (JEne 
asalnat *luit*rn AH«.b, PatrintiF 
ChurnrEtraitYtn-AjijlTeBaar'B *tj,nn^titi r 
Ham hi i/(jr,.r.ijci3ir( available, AUefit 

»IeLT ttLLUk Ik*? *F* »Bcbfl»l ''ROTFlETl^l*" 

ui "IVapalocb"*" cetitncl Jim V4Hi J^*w 
|ha, TiruprLy Qbiu*jTl5. 
Altentiein ajjj A.H w^ruafllt r i In C1*V«- 
...n j ana, V/LI1 mluf any AH mrsnni.- 

(aeB-TBi«f*pe »nrt Bulifp ptiici jaj Cti' 
tiLirve^ cmfaicl RnbeiL Pabar, \':-ii 
HUjUnj PlliPFt. . finuScpaili, Ohio- **1*7 
qi pheft* Ji«--0 J fl7. 



14 ..ii* *'■ o-pponiiFi( in plitu SulIlji ia»l- 
an£*4 B* 7 "*)' ^^ * iw P^f" 1t "' l*«J|i«' 
IfJUtni miAt} r Anyon* 4niFTCEled in Lu- 
L -»rt..!! .r p.BIH FF|lTj;J|pa rnnurt: iLli 
Ayera, ];.J-!l& r Obia 4J*0ft fliT phnne 
■ rj.*FL» >. 



WwCtt 


e,: I,!-* ppp4deF|E* >n Ih* Uid-0>ii,. 


, r all = . 


r, Al**- 6bTft ttppcntnt HI BLiii.- 




J_iEtl* •»p*E.anca. Cnntarl 


JaEi.rr 


> Lift, ill ftiuariM* i.anp. 


Mar it 


Lta : Chta \b,t^Q 4F call *>i*-i-f>- 


B-777. 


{\ Tiavsn'I plav»d. il Iuiie rn^nrla). 



*rEEh QKH, A.H. 7.. 
bit Me* -*hi] ri.nipngr. a m niniirilliaa 
lfi g T*,.. F anri =i-.ilt,.i ia cnneiElrreiu 
tininl* mLni «r*F of (.Tn.f!aEi*iida jT.tra.iipll 
6L.UR AOMPHPi. Ill KlTp.wix.ri flirp., 611/- 

falc. WUf VoTb. ^^^_ 

Aga: 2.4, Hnhhy - Miliury ^rratisai, 

nn Bientti Tastic* - 14 wrac, ft 

u,>..;, J nr. j„, ; .l|-rr. IMur ■ MM*. 
^Hafln rwn HLLEJ 3 f. pan* n ((,. 14a Q ^ 
Blue. Ail E-ilJ«l a-^ivapt. : . k. r. i ■.■ r . I f.14- 
elaar. T*a Piltman, (-10 r>th Av*., 
Aalerta. Hew ^arh I iHJi. 

Far aalc - 1 munlh sH W ate rlno and 
? -.!.■:. U M Pay, ■*■■> n-j-. If exlrtrj.alj 
[Odd, O-Dar T*r¥ (0*4. CorppEete 
SI, 00 pSua 1/2 pEE*ta t «i Will trade for 
pbnr cajia.pTTi«ri! h D*T.d Scanlfln, 1 I J 
PgJ Lknt. 5uvitham.j.ioii, M. V. I I KBj 
R^jJjiCelll Th,; Pr**lfrTien Guard'! 
tjtti Cucpi 41.n414r.eiE Ihe libtraiE«li cf 

LL, N.Y.C. aul liltfn CEinnitllcut 

EiihatrLuiii a ? If yuu are gdu4 cnonila tu 
L|Lia1<.Fy. Wb waul. yiEul Mark Ruricpkcri, 
l&T K.r:. : - hT, Rd. , Caal M 1 :i.;. ., .... 

Sl-u. Tfeirii. 

Tvin Fli' -■-■ ontl ri.rneEiJT. of ike Red LLoni 
at. BV-Manh Avalca. HOI War CLilhj 
WplUi to- Uark^iiLuareLki. llTLuoiitl 
Road, PuiTt WaaliiiFtM^N, tf.V. IIMO, 

Art r.1.1 a hard «i.F«fi and (eel fU 
Bhipuld !b« rewaFdcd lor yen*' UrtHvjr^ 
1 t, E ,i ad+anci! in (!-.< rank* v i IJ^CiiCu 
TVcLtD. Can. Rithtrtl Nclivn. HOOK, 
n .^::'T.-,,-r, rati.. MIubc-Ji, N, a h 
mi'l. CniutQ.^ i.i,H juog n, 

U y^u'd Ilk* W pnErat in OHCOL. Jjrt 
in WlLlj Ih* crtim n>r ihr r.iap. .TijliI itl* 
criEP- Bth Ba-jjlJY. alit of th» l^th Panzer 
ULVt*l*n, Writ* 'X: (End *. HeaapL, II 
Oai. Avr.d e.. TtTrytnwn. rv.t. 
Wanttd Dp.papen[e m Bulga, 3t»lEn, , 
Blttt. . C^d.i Blnwit Hy tbU, almc-Pi 
all rrdB). Facp-ki-Eaca lor D-Day. 
n|h*n In i'i wnto to H*nry £aJ4, [1, 
19J Drovkhd* Bt.. We»i yanaiia, H»l* 

Vc-rk HJJO. 

P&S! lu DuJa*. &taJLoi:t*d, J^. K, and 



for Bi4ia«. 

and nsntL6f.a] rulei, ex+epl LtTTiltell aU 
UCka ahd OH* wny tfa-EiLf, Write StaW< 
hiaratSFF. EJ*tj lrE»a Apih i>'iv*, A-H-rcn, 

PIjui *Oij or jhmr,- ttpk- ?-.a<. 

Th* H*iriiCiifl»ri»iiran r.lulE ckaJJjEUJtEta 
Ih* 2nd Xtmtuckr Caralry DLIatiMi. We 
Will +1>^ arm 1 bit a t< any&ne J" 1 *p who 
i«Be Ln ALir way. Siirrp-niiPTa rhprr- 
Fuily acCipm). J?han.P ITI-TjllSChirE^a 

Tst*"/, )Jlll<iriTlEiE» r , Ciiictnitn, 
OHllj *5^J1. 

ThB 4tn Angra"!-" "< OLilt). Indiana 
njjpnlB *nl.*iTnpn<B tirlm* r.TTiharkin|| r>n 
a ramfuig.n Ihi a mjnrlnj. Hnavevp r yuu'll 
nm- lo paaa out antTiPC* veer*. W>-1*" 
loon. »*n Glavii:. a\Q Tiir-bPFiil^p 

TeiiI, Gata-a Ullia, Ohiri HWlI. Viva 

AHfiTtmiF PaTFCiatiddl 

]f yon wapr Tq JnLn a JOfjel cli^b, Lhat ii 
ml Fvt«<l hy 1 riirtjW'i ?lj.iL«in La fuv 
you, Far SkMII iWe t matiOl in SlilLflo, 
WVils Alvtn File.*. (■-.!' W. 16*. Ma. 
Limmmi TjMJg. 

VepmtuaFtd*r s! Ih* J*.ad MMr V*LI*V 
.; ha:i • r,kje ■ any pareerit or jeiup :.■ BLLLi 
P»etl optlon-iJ. p.ji+i (.ate^ept nBU.<laaF at. 

tack] eiikef *tn*. 1 p'odMrt yaiaatoat. 

WrttiB Ei.in.-jlu ...,-.-.!.!,-l., L'^ il I, HufjO, 

OJelahfriFlJ, 

HftMii phpn fbtnypre 1 Artyonp fur BlUi, 

Btdlje. C'Day. ar Slalti iialiig cnpc-B»l- 

»d mpwMTi.a-ni. da ei; r I be cl on pigr I) -at 

tUI ip*Li» *[ cnc C*ne]-a|7 Bliii i«iih 
nattrid pou/Fr' or any •ftflhi "jular 
rulaa' Mark Lyon. *be5 Sl>c-r*lEna &r. , 

bal»Tft. 'JTaiPT. 91 iffl, 

'-::■. Ai-kirf* -*■- <\ 1 ... llbsrate t WysTftini. 

AL1 farm* af rE»iat*iJE.T muflt tal re- 
ceived llBfalE FEhEUarf 7lk. All El- 

L-rjjliu ual *ai-^a[|jfcra juili Agtrd*«u[ 
HniriPLancI Wave nr Va FuIuef. Rn^«- 
pier General KpvEi. Jtdar-k, 8685 3,6- 

*.7iln. PiinLanri. flr^cn 17^ J h. 

AtrhlUrifl Tt>* UStAt Oil*ra HEnP* lo 
Ihr intsllltant WafjE.am»r. W* tlan'l 
■:■;■ fi-ow* ' anyone, our rnimhin if* i-i> 
:e \ c Hid l-i «ir (.(«■■! r.i , nc-t JaAEaiV- 
ThBiir *ho enjoy active pirtLClpatlOP 
thauld WfitiS. J+11 Cb«fc. *Ja 'l"imb*r 
Lane, Divvt., !>», P/J3-J. 



J&.n ihp club whir 
Lhi.Bg ahd Pndtt L=> 

i:.< j-.ir m<r ■ L am • 

r.lark Ki KHaBMa 
Hall. Uui«* 






U.cio. 



7QB Psnp.ye.n!E»r 



Park, Ptnr.i 



1-0-aU 



Ttiruab IlikIi A(|BEit *iab E pUy Bliti, 
^■<-i--r,--'*, r Jn AllBntnwn are,a Ji?hh 
C*llan, ;?£l/2 H. IJttSt^AlleTlUvWtl, 

Pa. I 9101. 

AKBftttonl EJCBC^aC bn .- t-.alLauatri 
*[]J|Fapaj>r Hnmpljml tn 3 Tl plin. ni'iie. 
in 1 tnta] tyt It ettlea. rhi!d|r.li reduCaiu 
Iran, tha urla-inai plan, il e<i.E(.ecid, it 
Wlit b« [ll* li'JC't aLn^la 1-piijagrTTiB r.L 
EIJIF.1. T, <to«>Et, 44T Biuadwav. 




rill I 






nlda. 



tliatl*tt*a«.*l OpJiF3.nBnti wramia^t P.n. 

Itc ia«H(i-tc,-fac* i*r bujj*. A-K, niiu, 
Oi»d, 3-^idi ( MLaway, &-Day, 01 
Wal*irl*fr, Mw^t»*at*iy eaparleEw-.il - 
*b1 airia*. Hift> Allen, JMJ Vllegyi 

CJtk Xlaad or rtu 0*l"id 1-113 i*irlc Hd. , 

CharlBlte, HjC 

GHB Gommanuui iMUit^ff youl W# 
play O-Uav '»S IcarTnana], S d«ad («V- 
ikeK Bill* IbliieE, all pbm. Wa *** 
peCiaUy cTiallan^e Iba EJBntvULPna. pt 
MihLi«apuJii. Minn, Haply lo GHB 
CoiTiFiiiTidga. 1113 R*»t<b Dp., ^Fand 
Faikt. North &akate BE.JQU 
Juin th* Cuari**iir* (FtjrmaJl/ the ftf 

Army ;,f Ohia. Spnl.o]. All ihe hew 
ni*mb<r* VltH i«k« a ML Wa ha.e 
defcaled A£tJC*atdj HuniiclarpI Ln QbL(j. 
W.Lt* Unr. KaiartLi*! iJM Belief] iaw«r. 
. Qbiui aaouf. 

A tea 



cbmft »« 

challenge far Guariatc anal far a 

t ItE*tidily- (IfWi. WM.M DeinGreen- 
wLjod h llBlltarrari5t..5ayre. Pa. 16340. 
LaPhLPj* i&r A. r.. oppanenie JflrHer 

*e4*1. »i11iIeiiL1| bejjjihn ror Ctnya- 
t.jru '^aBEui Midway uppament* ^•leh*r) 1 
AH pbm, mi MtiMtfJ ii**a, Wtem Jay 

Bannelt, HJ+JJ hi Hi ham p Ion Ave. , Vifntt- 

rnoe-ry Ir-a. tVi»> 

GF.al|ET,a*T* wanted Icrl^UJ-! SlaJHiBFiCj 
Cicilyahurs and NlBiithe m *. Pll lale* 
l.uiEiir.i end Union only! All dull"- 
(c» atikWbfedF Miniwhe-a* appcrneriE* 
write fnr ruioi. Send dutlii-iticn il 
Wat te. Larrj tvhn. fl&J6 I'ltton Kd„ 
Phila.. Pa. 191 IB. 



f>T'j»iO]i"E:KTi WAUTt.D 

oti#: our number » jrt l«it(iitd lu 
wirganunj nr>r fablaay, Thna* wto 
enjoy a*tl*a riaflLcipation ehould writ*. 
EKVlf Bitrka r I 101 KilawJ Aw„ C* rl . 

op ell*, p*nn*, 1^1U», 

J^aUy'fOu-id Lhc ataia end bar* ReItiII 
Tha UnEver.LPy .!j tyaBb CarsJir* JIiJeI* 
Li" |*in*toen« clmlfcncc any damn 
yaikBea aculh ut :-.; Maau-ti-Dlaain luie 
Eo balUB. K gerpa CorrfedtJalE Army 
Jan-B Kcckhcla, Go L umh ia. 5.C. J^fDa. 
AihluiiHl Achlungp Jmn eh* tmperlal 
FiKIj Rel^h'a rlae U pn.r-r Wf irr 
prcientlf a Birudl crgani ia4Lup r line hi. jr 
lnH pLani FnttvprnBllnn. f e«.k*ri or po- 
tential ErppiEUEnta iiiniaer-ftlin HiiiIjeih 
C-12. A::. :L'ii Vi.:,vr iTreamennid , Sr-i.E, 
ftarulina Jl Mi. 

TrUni 1 Tain the IdVh Army ft Timh 
ITSCAC h b newFEt Arm/ MlJ|F. [.n*|nr,riP 
afF avallaht*. JOEti**^! SprSp-B e*rT.- 
patjna Keefin ane.Fi WTkr* (Bt L-t- Cnlo- 
nel Uich*«.! kfnllme*, 11*0* Chtt^ick, 
Dal"a* h Tiva* 7Srl# T 



A .- 1 


wa th* 


Mf 


AH playar-i 141 Efhl 


DBt! 


T* l*EI 


f to-l 


Ml apponenta 


in Finn, 


tE:lwldrd h 


Warn 


en fuTuWrf ar*i 


i, tan 


!-.; L'.jh ijei-h*n r 


"• ' %" iamint 


STr**t, 


Etl< 


■, Pa. : 


kU$B 


Pb™ iippo-Ht 


it. Alan 


dr*= 


F*d Lit 1 


-'.it^f 


LnC. 'CW4. 




Atte 






1 j-arjameti 


jilti the 


UDCAC. W 


a don 


't Lndulea tn Ih 


1 ctlld- 


lih ' 


'Witt" 


hi «tkar*. V/* lake 


flMfh- 


ban 


iinywh 




Wf have member a IT. 


TJS and Eur 




Wri(* CMQ. 


USCr^C. 


UR 


Sftrmi 


L^. 


j '.■■-:■■."-.. Pa 


. i'?:^f. 



cd brand "JF prefer U5CAC 
lfjfx^*i i*A<ed fkc*«|eji-fa<# playari 

-a,-.1r.i in Philadelphia area to balaler 

w&MvXvrTtsfmwttmm. Sen" uhev-f, 
Mi Ru^lir St.. PfatJa. . Pa. 1*154, U 
H-7103. Mike Herman. T*SJ CBDltsSI Si. 
Phola.. Fa_. ISl^O. Ll EJjJS; 
Tt>a Utrcac: P«*n 

iB Q t mutasHTi 



F»<TE 



1 fll 



in Houaten »i.i, pr # C, T 
ahly SfPlnj BUBBCB, Hiw* E^ld-way, AK 

w*F*i-totr, Blita, Gittyi. U CJatial ind 

EiimnEi Btttf MoaTar, InlPiieted u. 

jntniT*B a r'ufr, pr*[*irihiy Cdiif |<J| rat* 

Of Naval, JaejlK LelhEht, 7 1 1 B H»rU*nd, 
Hn.ierr.ri. Jb^i, 

irn *. a ri-»,4r *,rrr.y ^*..Jo,T«f May Om 
F,C t. in j'*itak, Imtnediate rcapoaee 
ranuirau nr y("+'rp ren*id«r*d 4*pllu- 
iMmft. U not in J- , IJ. E, . 1»Ent Blil* atb 
A'tlt'ldi' Army undeE Crc( h'orri., 
^ll* Bricpe Vail*y, Hnu»l<Jh, riJUl 
Tlpji. 

Weiit tu julu aij ii]i ji : LDtnlELH new . lul 
-In.. 1 . I* alau A iiirniOei li[ CjueaJt'' 
Will fijliL In ImlJ Hnuatnn! L.I. Ail, 
Tim Bnatic. Teiii nafenaa finrEimand, 
Depa i tOUEfl t duEtbWiU Te lae . 5 ail 
HLaienh. Hnuilnn, Tama 1.14*1. 
After Aggrp*inE Armlpa anulh *neE rara- 
Lral beat AM7. in the 5fiulhBaal T A AC 
hue Biriii'lr again* FOB, *ha.i* eel*[. 

Irnyirdln riir htlritveiil * u>; rr hi i- -i;i#« i 
aLleel Bruee Sullivan. 14}Z Seabearl, 
Mt*lirid r Tejca * 19701^ 
ITall urn. hnfahita. entfl deirici p iIhe 

Bit., ai Middle lUrth. .l-.fi t TU1J «EE> 

Iiinix, . l.i,.. i.r Heu^rinmeEEureaLLB 
StUfeO bnMf«>l All TH.lktrnfa.rha tartt* 
fr-.aniialf, r--3 i T i^hprry La. 4 Annardate, 

Uirj[ini„ EMM. 

I avouid Elite a (ace -to-ficr opponent Ln 
D-Diy, A.H.. Stalin. H-Mrtal, Bimrlfio 
ar bill?. I>lpaie rail Wnh riallavan 
7<iJ- l^*J ar WFiia w»4l*Ch«rry VilUy 
Liitr, AititanariB, VLrgtnEi. e vuiii rny* 

alihJT alda. 

ABOrefMT ■tilkar ajain! AajTaaaor 
baa ft lx*d Virglnlp, :,o:1h Cardllhl 
»n4 *■<! VLfa.nia. All ItnuiflprirB En 

tu AK E te**vt Afir..»i Itann - Uavid 

a'araakL*. It'jlfli JiHUll 1*1 jO,t"»nflri.* r 
Vlpjublj. um- 

Juijil Eli- J Liijiie BW*I CA.t<rl"*nt. at.tiw« 

club *arLla iiyerremeEnbera WEite Hill 
. . . .- hui BaYfi, PrEdpriLkabura. Va. 
ZJ'&1 foe iJeialle. 

CTKW ia un riM mari-bl t M 1 F M ' II I 11 
yUiEE lh.E KieaEeal k-eil* ril Lcl bv*e lead 
liOvpe in Ira t tic yOu iLiiglit tft (<nid cntluj.li 
lu jain LiuMibri lIKW ia ike Fjiir 
L>flhe rpeWtSJ K FEEch Vuu'U b B fulfa*. 

M... i.. atepa ei Hiri.Mi. nuibai HO. 1 . 1 

WEI- Jt yun itiJTik yu.. fLcnd rn^jh 
wiite- L^-.!.-. Lu Paul ArreKflf^C 5pi*iue, 
W_a*h. tlQli 

Allcntion' H a *tl L atWai-lureta, Int. biAi 
baen dj abend »t v f ABjr*a*&+- IPivltB «U 
Jai.iJTi DiriEEbrre tv Juiu llie ranae Ol 

Ajsit ■ lur . Tliia cape-Lia Hi ajjpl.ci to 
-H*-£(*m,ar* In CaLfotiiEa a* lu-* MJ 

Army iu Cialifurn ia ia jual bring urgA- - 1 
lilted. All wargarnera in WaahiiigitLin, 
ALaak*. and WeeEern Canada are in- 
vited in join iIip iBBt^mwlnt I 1th Army 
rTjvplacl G'nPFAl rusrifl'a* h.r>L;* p ! h if. np 
flaplain I.Qrrn Wnmark , i^\4 S W 
Soiirhern. Sen Trie. -Wiihlngtem MUj 

kcjoiE*. WarEordi M, eb d*ad ' lh*y 
die Hit Ociobe-T. it ■"!». ih*i inr 

leaders < . : i.-i le- inlifem .,!.,■-- Tt|4 
Ewer m.i4tE IcMutAHM efiPrni**- ^raa 

le-rEah eatut c:rsnp h j-'OL AifTea*or 

wilt witl, Wilitam SS-ewart. Hi 1 & W. 
S^^ltle. WiEh.n^lun jIHlIb 

Tb* 11th Ccr£* hi the Hlk nlmy *J 

A((rflrear ie Backing new mefrtbtn. 
All It, aaatrtfl Wa*P-itTBf~n uiahLh^ To 
applv fdl n>,imb«TlhlJI -rltt: Bt-r, TllFk t 
340 SardWd, R^hland. Waah. Wilt. 

» .nl.iiij'i'iii-.. ' sijiiy in the alandarda 
Cl fh* Knijkra ii M*Eia Memlaera 
ii*ed*d r -3'h jraP* rtnriiiij,ki rnLleie Eevrl 
welconnad. Wi ici^«.pT ill challengr* 
tn Wa#AinBEpn T lilir* *t*.,i f Cxintirr 
■KvErelL, Waal;in.gtoi]EI. '• T'.'Srj.nJi pbun , 
Wrjuiil like (l. intizE auy adult w*r |am- 
eie la EL* fivsrett are*. Boyd H r 

El-ntnn, 3ll Grauil Ave... CvcTbH. 
M..h. tfl^Ol 

Upen flj-at «Fiaaj|*-mj?T.r J all plemrnte ui 

t,*FLrr*l = h tU*pe oi Aggyaaao' Hnmp. 
land. JoEB tia* ar tuffpr H.imHEatinn. 
&tmt L ^> a tit ^*- fc S. W. f l4, $*arrl*, 

Wath. ')>]*». 

Jinn Ub<ic and get Unpir mafjaiin*, Iha 
Sparta-Bi. Tbj*y djon't Ery tn -anqii*F 
you; W»y w*st yejti Tii *ti)iiy y*ur war- 

jimin[, To 1mm mBr* Wilt*. Hilhart 
AeueeblBln, Llt*p Key** AV*.. HiJUMi. 

WE*£nll*m 1-1 fl 4, 

Upponenti d*HT*di fui pErni BiJja, D. 

Uiy, aTidilalieiBFaa, aiihtr in*, will 

play *□ ythlnji fiti! -la -fiS*, S*nd cbjil- 
langaa to KKtvard ftUBin, gsa^ Npi-th 
Hhlht JurFlv*, Mil-.vii».ei, WLICOHIEn 
i_jjL7 : 

True "ri.njri* 1'rLuTnp.ha niii-r A|grrnur 
en all (TeTOIb, Allien q f Aumiui 
Hamiltld: fOU *T* r*Xt' Forre* Head- 
ed O. d**t»Oy SedEalio. Tiladall. C.tji. 
arJ LSH tbbI irt Aggreaenir'a allLB*. 
Contact: CeJflll LlTfJ, rj||4 bfarttjltf 
CL, ieaandal*. Wit, 5UZ" md-y I 



